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THE HEART AND DARKNESS 


Years ago, a brilliant man named Ansem sought to understand the nature of the heart and the influence of the darkness 
upon it. Fearing that darkness would overtake his world, he began to research these mysteries, hoping to fi ind. 
against the threat. He discovered that when the heart of a being is lost to darkness, it is liberated from its bod n 
swallowed. Then the darkness takes shape, becoming a creature that seeks out other hearts to loping 
in darkness and multiplying... 






THe Heartless AAg@ 


Although creatures of instinct, the Heartless can be manipulated, 
commanded, and artificially enhanced. Ansem discovered the Heartless 
were drawn to power and sought not only the hearts of individuals, but 
something greater—the hearts of worlds themselves! 












Al Uisiror From 
finoTner Worup 


One day, Ansem received a visitor. It was King Mickey from Disney Castle. Mickey had 
learned about the Heartless and realized the threat they posed. Should the Heartless 

consume a world’s heart, the boundaries between worlds would decay. They would eventually 
spread to others, growing and consuming, until all was lost to the darkness. 


(Moruos Consumep 


Despite King Mickey's warnings, the experiments continued. Now shrouded in 
darkness, Ansem grew in power. His world soon began to overflow with Heartless, 
becoming the ravaged world known as Hollow Bastion. With Ansem vanishing into 
the darkness, others sought to control this dark power. Using the abandoned castle in Hollow 
Bastion as a staging ground, a consortium of villains—the nightmare-making Oogie Boogie, the 
sea witch Ursula, the pirate Captain Hook, the vizier Jafar, the Lord of the Underworld Hades, 
and the sorceress Maleficent—used Ansem’s research to seek an even greater power, using 
the Heartless to break the way and discover the keys to Kingdom Hearts. 


,  tcnnr f ar | ; 


















The legendary Kingdom Hearts, the source of 

all light. Seven Princesses held the keys to this 
treasure within their pure hearts, untouched by 
darkness, and the villains scoured and destroyed 
world after world to kidnap them. Alice, Belle, 
Aurora, Jasmine, Snow White, Cinderella, 
and another... 





THE | Destine A smememangs 
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One such world consumed by the oeiiioss, “bate one that wits prove pivotal in the war against the darkness. 


Three young friends, who were about to begin a journey, were flung to strange worlds as their world was 
swallowed by the darkness. 


A boy named Sora, stranded in the transient world of Traverse Town after the Destiny Islands was 
consumed, found himself the bearer of the mysterious Keyblade. This weapon could lock and unlock 
magical doors and free hearts from the darkness. Donald Duck and Goofy, from the court of 
Disney Castle, found Sora and accompanied him in search for their friend, King Mickey. 
The King made a second journey, looking for answers as to why the experiments on the 
Heartless had not ceased. 
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THe Journey : 
Sora and his new friends journeyed from world to world, sealing away 
each world’s keyhole, saving them from the approaching darkness. “9 | 
Sora was briefly reunited with his friends, in the process learning that 
Kairi was one of the seven Princesses whose heart was needed to 
open Kingdom Hearts. While Riku and Sora ended up clashing, as 
Riku struggled with the darkness within his own heart—a darkness 
named Ansem. With all the pawns in place, Ansem opened the 
doorway to Kingdom Hearts but was defeated by Sora. To 
prevent the darkness from spreading, Riku and King Mickey 
sealed themselves on the other side of the doorway to the 
dark world. As the worlds consumed by the Heartless 
reformed, Sora and Kairi were separated again, but 
their hearts intertwined. 
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So the heroes’ quest continued, this time to find a way to bring 
Riku and King Mickey home. They came upon a strange structure 
called Castle Oblivion, the staging base of the Organization. This 
shadowy group drew Sora in and, using a young girl named Naminé 
who has the power to manipulate memories, led Sora into their trap. 
As Sora progressed up each of the castle’s floors and his memories 
faded and twisted, Riku and King Mickey fought their way up from 
the castle’s basement. Sora and his friends discovered the renegade 
Marluxia, who sought to wrest control of the Organization. Marluxia was 
defeated and Naminé released from her captivity. Naminé promised 
to restore Sora, Donald, and Goofy’s memories as they were before 
they entered the Castle. But the process of restoring the chain of 
true memories would take a year, so the trio were sent into a deep 
slumber as Naminé begantheir recovery. 


What has happened in the year during Sora, Donald, 
and Goofy's slumber? What has become of the King 
and Riku? Why do memories of worlds he’s never 
seen haunt the dreams of a boy in the world of 

Twilight Town? 
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The power of a move. Weapon attacks use a 
character's Strength as their multiplier, Magic 

attacks use Magic | 
The number of points restored to the Drive and | 
















Form Gauges with each blow. 
The move’s deflection vulnerability.X=Enemies | 
cannot deflect the move. O = Enemies can deflect | 
the move and interrupt your movement/combo | 
| 
' 
| 
} 





Drive+/Form+ 





B = Enemies can deflect the move, but will not 
interrupt your movement/combo. 


Final blow. Boss characters’ HP will not drop 
below 1 until a final blow move is dealt, no matter 
how strong the attack. 0 =finalblowmove.X= } 
not a final blow move 








o 
= 
m 
=x 
m 
=) 
oO 
m 
”n 












aN 


) 
a 


SS 
eH 


















: PALIBLAUERUARO DS HUUES 
ATTACK TYPE BASESTAT POWER 
Horizontal Swing _|Weapon| Strength |x0.25 =) 0.25 =) 0.5 _| 
Aerial Thrust___|Weapon| Strength _|x05 
Aerial Upswing __|Weapon| Strength _|x0.5 
[Spin Swing __|Weapon| Strength _[x0.2 (last hit x0.65) | 


FB BONUSES & UPGRI ST 


ko & UP a! iy SS : 
Choose sword-style Struggle Club when 
dueling Seifer 

Choose staff-style Struggle Club when dueling 
Seifer 


Choose guard-style Struggle Club when 
dueling Seifer 


Air Recovery Abili 
Beat the Twilight Thorn 









Second Ch 





For Roxas'’s attack skills, see 
Sora’s attack chart since they 
share the same moves. The only 
difference is that Roxas’s Thrust 
move lacks the extra guard effect 
and causes full damage rather 


than partial damage. 













The Keyblades ‘available to Sora have & wide variety of 
eve LAD ES powers. Each weapon: BS a built-in ability that adds to the 
sretagy oF ais. 
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Combo Boost at the Experiment (Halloween Town) 
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1M 009! e Shops Synthesis, Ultima Recipe, 
Ix}3, Orichalcum x1, Mythrit Crystal x1, Dense C maa) 
txt, Twilight Crystal x1, Serenity Crystal xt, Energy 


{Crystal xt 
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SOE bite 


rength —}x0.65 (Block x0.33) 
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~ [Weapon| 





















erial Sw 
pbeteceresses 










Air Rotate H- Slash 


Guard 


eep 













ZO oie | : a aa Y ACN MERE BLS: 93 | Fees [Weapon] 


; My | sdgani ans ici ON Motel aid RR 
gaKtO: saline 3 |e to 1} Counterquard other Strength Ixi 0 4 


t che Ln ore 
}025 (hit 3 x1.0) | 13) | B 3_ | X10) |TForm Change oe Magic [x20 oe 


oa f rx r Oo. i pps temrestrr cn rrsriorte — gic x2. a 




















we Sanne nse neha —— Sesser, 




























SORAS ABILITIES 


ABILITY | AP |LEARNED 
Guard | 2 (|BeatTwilight Thorn (Twilight Town) 
Upper Slash _| 4 |BeatthePossessor(Beasts Castle) = 
orizontal Slash eat Malicious Program (Space Paranoids) 
inishing Leap eat the Experiment (Halloween Town) 
etaliating Slash eat the Dark Thorn (Beasts Castle) 
lapshot ee the Cornerstone (Timeless River} 
‘odge Slash eat Cerberus (Olympus Coliseum) 
lide Dash urvive Village Cave trap (Land of Dragons) 
uard Break eat the army of 1000 Heartless (Hollow Bastion) 
Explosion at Blizzard Lord & Volcanic Lord (Agrabah) 
erial Sweep eat Shan-Yu (Land of Dragons) 
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| 3 | 
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erial Spiral ee | nish “Maniac” Phil Training test (Olympus Coliseum) 
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erial Finish eat Captain Barbossa (Port Royal) 

ounterguard eat Hades (Olympus Coliseum) 

uto Valor btain Valor Form LV2 

uto Wisdom btain Wisdom Form LV2 

uto Master btain Master Form LV2 

uto Final btain Final Form LV2 

et Minnie safely to the throne (Disney Castle} 

eat Pete (Olympus Coliseum) 

eat the Grim Reaper on the Black Pear! (Port Royal) 


tinity Limit 
ummon Boost 








AP {LEARNED 


High Jump Lv2___|_2_|Obtain Valor Form LVS 
High Jump Lv3___|_2_|Obtain Valor FormtV7 
Quick Runtvi___|_2_|Obtain Wisdom Form LV3___ 
fQuick Runtv2_|_2_ Obtain Wisdom Form LV5__| 
fduickRuntv3___|_2_|ObteinWisdom Form LV7__| 
[Aerial Dodge v2 _| 3 |ObtainMasterForm LVS 
[Aerial Dodge WV3_| 3. |ObtainMasterFormLV7 
Glide tvs | 3 [Obtain Final Form tvs 
Glidetv2 | 3 | Obtain Final Form tvs 


— —————— 


Sora’s Growth Abilities are named 
hecause they do just that; they 


grow in strength. When you 
achieve a new LV in Growth 
Ability, it replaces the previous LV 
completely. 
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AP 
ComboPlus___|_1_ {Obtain Valor Form LV4 
[Combo Pius___|_1_|Obtain Valor Formtvé 
fAirCombo Plus___| 1 [Obtain Master Formiv4 
fair Combo Plus __|_1_|ObtainMaster Form LV6___ 
IMPRage____|_3_ [Obtain Wisdom Form v4] 
MPHaste | 3. [Obtain Wisdom FormLV6___ 
Form Boost__|_5_|Obtain Final Formiva 
[Form Boost |_5 Obtain FinalFormive 
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REAR LEVEL -HP BOMUSES AND FASHED SUPPORT ARUITES EON TNGER? 
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ASCESER 


Beat Axel (Twilight Town as Roxas) 
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Beat Dark Thorn (Beast's Castle) 

eat Demyx (Olympus Coliseum) 

eat the Hydra (Olympus Coliseum) 

et Minnie safely to the throne (Disney Castle) 
eat Pete (Timeless River) 

ave the medallion (Port Royal} 

ear the explosives from the deck (Port Royal) 
gat Barbossa (Port Royal) 

laar the Stone Guardians trap (Agrabah) 


lear the Heartless from the Treasure Room 
Agrabah 


eat the Prison Keeper (Halloween Town) 
eat Dogie Boogie 


Beat Shenzi, Banzai & Ed in King’s Den (The 
Pride Lands) 


eat Scar (The Pride Lands} 

reeze the computers (Space Paranoids} 

eat the Malicious Program (Space Paranoids 
eat Demyx (Hollow Bastion) 

eat Xaldin (Beast’s Castle) 

eat Hades (Olympus Coliseum) 


Capture Lock, Shock & Barrel (Halloween 
own 


Beat the Experiment (Halloween Town) 


Beat Shenzi, Banzai & Ed in Elephant 
Graveyard (The Pride Lands 


eat Groundshaker (The Pride Lands) 
efend the Solar Sailer (Space Paranoids) 
eat the MCP (Space Paranoids) 

Beat Sephiroth (Radiant Garden) 

Beat the Nobodies at the Old Mansion 
Twilight Town) 

Beat the Nobodies in Betwixt and Between 

(Twilight Town) 

Beat Luxord (World That Never Was) 

Beat Saix (World That Never Was) 

Beat Xemnas at the Skyscraper (World That 

Never Was) 
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P35 
Accessory Slot 

P45 
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Drive Gauge +1 
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JUMIT GAUGE | 3 SECONDS 











Lo 
Major Dive | a | 
[Break (1 hero} x00? | x? _| 


While most Limit attacks involve mashing buttons, this is one you most definitely do 
not want to do that with! Each of the three buttons begins a pawertul attack, but 
once used, “Begin Combo” takes the place of that attack, which ends the move. So 
hit each button once in succession before choosing “Begin Gambo”. ‘which then 
draws the enemies in; hitting them-as:many times as all of the moves you Used as : 
individuals combined! Sora can-do this attack while by himself, buthe does not gain 
the extra hits‘his teammates would normally addte the move. » ; 
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Earned with Sora’s new costume from the three fairies in Twilght Town's Tower Wardrobe, go on the offensive with this two-Keyblade battle form! By combining strength with 
Goofy, Sora brandishes two Keyblades for rapid-slash action, Excellent in most boss fights, get in close and bash away to do heavy damage in a short amount of time! The r 
Valor Form gains experience every time you strike an enemy, not by beating them. Bear in mind that Sora is robbed of his Magic spells while in Valor form! | 








VALOR FORM MGWES 

ATTACK TYPE BASE STAT POWER FORM+ 

[Vertical Swing _|Weapon| Strength _|x0.5506 _—|_0,650,78 | 

{Horizontal Swing |Weapon| Strength _[x0.25 

Thrust |Weapon| Strength |x0.550.2550.5  —| 0,650.350.6 |B5050] x5050 

HV Swing ___|Weapon| Strength [xa | 08 

jAerial U-D Swing [Weapon] Strength _[xo65 | 0.78 

Brave Shot__|Weapon| Strength [xis |B 

[Brave Beat Weapon| Strength [Hit 1~3x0.25,4-5x1_| 03,12 _| 
| 08,3 | 
03.1.2 | 








DFL FIN 






































ane Strike |Weapon| —Swength finss2s | 
Foverthe Horizon |Weepon| stengh [oss ——‘|_o7s_| 0 | xs0_| 
RetiatingSash_|Weapon| Swengih pos | 06 | _0_| xs080_| 

L-UP 


| WALOR FORM BASE ABILITIES B VALOR FORM LEVEL-UPS 
TYPE ABILITY AP LEARNED wweexp ABILITY FORM 
peton Joraweshot FF Ba eae 
Brve Bet} NA _H  _ 
sone site $y term eve ot 
Ee a SU cal 
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High Jump LV2 


V 

JOverthe Horizon f-f- [760 | Como Boost [Form Gauge +1 
V: 
C 
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1 
JOmegeFingle fe 15 | vo [fight [Form Gauss 
fRetaliating Slash fe we fish Suits 8 
High Jump LVI — ere 
: High Jump | Form Gauge +1, 
High Jump LV2 a btain Valor Form LV3 2500 | LV3 High Jump MAX 
High Jump LV3 ae aa) btain Valor Form LV5 = i 
High Jump MAX me btain Valor Form LV7 




















Synch Blade 


Combo Plus 


Air Combo Plus 



















LEVEL HEIGHT _ DISTANCE 
















| LVI ix1.3 normal | x1.7 normal 
wz 





WISDOM FORM 


This magic-heavy Form is earned after you've completed the Timeless River world and restored Disney Castle to peace. By combing strength with Donald, Sora gains the ability 
to blast his foes from afar with magic bullets, while floating across the ground effortlessly. Magic abilities are also ramped up! Unlike the Valor From, Wisdom gains experience 
with the defeat of every Heartless; Nobodies and other enemies don’t count! 


 FORM+ DFL FIN 
0.16 (0. X 0 


16 | x [xsxs0 
X5X50 


Tyee. ABILITY. NORGE § ABILITY. FORM 
on wm (Y EXP LEARNED UPGRADE 


Action 


Magic Spice 
Retaliating Slash 
SANE: tie Bt mone ETRE 
Growth Quick Run LVI - . 


RADAR ROUEN SN '. y 
Quick Run LV2 es) f: Obtain Wisdom Form LV3 § + NS GLUES: 
{Quick Run LV3 | JObtain Wisdom Form Lvs (@° {950 JMP Haste __jform Gauge +1 
Quick Run MAX : Obtain Wisdom Form LV7 #7 {500 Buick fan Foun Gauge +1, 
mai oth ae HLV3 Quick Run MAX 
Support {Combo Plus : 
HP Hastega 


LEVEL: DISTANCE. 


x1.5 normal jump 





Earned when you reunite with King Mickey, Master Form combines the abilities of Valor and Wisdom, providing powerful two-Keyblade physical attacks with powerful magic! 
The second Keyblade floats on its own as well for added attack reach! Leveling up the Master Form is a little tricky, since you do so by gathering Drive Orbs. Enemies that drop 
a lot should be your targets, though destructible items on maps that give up Drive Orbs (like the fireworks and carts of the Land of Dragons) aren't bad either. Be sure to have 
the Jackpot ability equipped to up the orbs’ drop-rate! 


MASTER FORM MOWES 












ATTACK TYPE BASE STAT POWER FORM: DFL FIN 


x0.25 =) 0.5 =) 0.25 =) 0.25103 =) 06903903 
Weapon | Strength >) 0.5 => 0.25 =) 0.5 90.5 |=) 0.6 =) 03. =) 06 => 
=> 0.25 =) 0.65 =) 1.5 0.6 >} 0.3 =) 0.78 >) 1.8 
AutoMagic Attack [Weapon|Strength [- f g 


MASTER FORM BASE ABILITIES WISDOM FORM LEWEL-UPS 
TYPE ABILITY AP LEARNED iy exp ABILITY FORM 


LEARNED UPGRADE 
IMasersrite FP 
sewer Ni Dod 
isaster 
Moser age [>_> _______ 2-40 foie form Gauge 


Aerial Dodge |Form Gauge +1, 
Aerial Dodge LV2 fang Obtain Master Form LV3 6 fase | Form Gauge +t | 
Aerial Dodge |Form Gauge +1, 
LV2 Aerial Dodge LV3 


Aerial Dodge LV3 Ee Obtain Master Form LV5 ff re | 
s |r 


Aerial Dodge MAX fee] Obtain Master Form LV7 
Support [Synch Bad oS ae | 
p ynch Bla |_| 6 so | ~ Combo Form Gauge +1 
oost I 
Aerial Dodge |Form Gauge +1, 
band kee ea Dodge MAX 










Master Strike 
































































Endless Magic > Se 
Air Combo Plus 


Air Combo Plus 
Draw 








LEVEL TP SNS) Aerial Dodge is effectively a double- 
jump, letting Sora take another leap 
v2 j.o__|x.8_ hile in mnidiale While this fs user 
s_ 22 for dodging airborne threats, it's also 
handy for reaching high areas and 
enemies. This second leap is also considerably faster! The Aerial 
Dodge levels are rated against Sora's normal jump, as if he was 
standing on a level surface. 





m7 


This Form is earned a little differently from the others. Once you've gained it, you can change into it 
anytime you wish, like the others. 
Similar to Master Form, Final wields two Keyblades, but also emphasizes aerial maneuvers, as Sora 
glides along the ground like in Wisdom, plus the added aerial mobility given by Glide. Both Keyblades 
? also float independently for maximum range and swing! This Form gains Experience only with the 
’ destruction of Nobodies, so building it up is tricky until very late in the game 


es PE BASESTAT POWER 2 SORM S52 DRL FING: 
S Ground Thrust Strength [x0.25 : X (hit 5-60) 
a Weapon !Strength x0.25 
Air Diagonal Spin | Weapon |Strength x0.33 
aw Strength {Spin x0.2, Slash/Swing x0.25 [0.24.03 
_._ Weapon x0.2, sparks 0.5 0.3, 0.6 
Spin x0.2, Light 0.3, Flip 0.5, Fall 1 10:24,0.3,05, 1.2 


Strength {Spin x0.33, charge 0.5, slash! 0.38, 06, 1.2 
E\WaAuto Jump Support |Weapon{Strength —_|x0.2 9 0.2») 0.1 >} 0.1 026=)024=)012—9012| 8 
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Glide LV3 =. }Obtain Final Form LV5 
Glide MAX __|_- {Obtain Final Form LV7 


Synch Blade SS RTS 


The Wisdom and Final Forms are leveled up with the destuction 
‘ : ; stuctn 
of enemies. ..and it doesn’t matter how strong they are! When 


numerous weak foes, since to the Forms, it doesn't ma 
creature you beat is a Fat Bandit or a lowly Shadow 
one point per slain enemy no matter what! 





Every time Sora changes into Valor, Wisdom or Master Form, there is a chance that he will instead transform into the dark Anti Form. In fact, the more Sora changes Form, the 
greater the odds of taking on Anti Form become! In this mode, a// of Sora’s commands are disabled except for Attack and Return to normal. Sora moves at double-speed, but 
this too comes at quite a few costs. Not only does he take 50% more damage from attacks, but he can’t pick up HP orbs to regain HP. Sora also doesn't gain EXP from defeated 
foes. The Form Gauge depletes faster if you pick up Drive orbs. 


The odds of changing to Anti Form are dictated by “Anti Points”. You actions rise and lower your unseen “Anti Point” total, as do the situations under which you change Form! 
Anti Form cannot be voluntarily entered, does not level up, and does not earn you any new Abilities for normal Sora. Also, you cannot enter Anti Form with an unconscious ally 
on the field or by changing to Final Form. 
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Air Wild Dance 7 smn [s 


Strength : i \ 
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This adorable Form is only used when Sora visits the The Pride Lands. While his Action Abilities are 
locked in completely and Growth Abilities are removed, his Support Abilities aren't just limited to 
the base set! Any Support Abilities you have equipped before you enter The Pride Lands are still in 
effect—but are locked in until you leave again! 
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If Sora loses a game of chance against the Gambler Nobodies or Luxord, he is temporarily 
transformed into a card or a die, depending on what game he lost. Sora’s attack options are 
éoxtremely limited while trapped in these forms, leaving him vulnerable until the Form Gauge 
depletes and he is returned to normal. 
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Donald and Goofy mainly get new weapons from shops. However, the 
‘shops of Twilight Town and Hollow Bastion only get new stock when 
‘you reach Moogle Shops that have new weapons! 
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While Sora moves and attacks as normal during this Limit, Donald 
follows close by, peppering the enemies Sora attacks with fireworks for 
numerous extra hits with the @! The finale is a wonderful world of color, 
filling the air with explosions that leave enemies seeing stars! 
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Like Fantasia, Sora moves and attacks as normal during this Limit. 
However, Donald creates huge rockets that are unloaded in the direction 
that Sora’s facing when@ is pressed. Keep hitting®@ and at the end, the 
Megaduck Flare sends a hailstorm of rockets crashing down! 
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100 Munny 
Mosh's Moogle Shop (Olympus Coliseum) 
Morlock’s Moogle Shop (Port Royal) 

juey, Dewey & Louie's Shop (Hollow Bastion) 
Wallace's Shop (Twilight Town) 
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Crystal x3, Twilight Gem x5, Twilight Stone x7, 
Twilight Shard x9, Serenity Crystal x1 
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MAT GAUGE: 
Synchronized smashing! 
Sora and Goofy move in 
perfect timing, swinging their 
weapons and flinging them at 
nearby foes. Keep hitting the 















Whirli-Goof 
Whirli-Gootra say * etapa 
Whirli-Goofga| Rolling Weapon 


enemies! Keep hitting the buttons and smashing into foes, for the attack will end if 


Knocksmash Sopa Ae aia 


buttons to keep the attack going, setting up the Duo Raid finisher, which sends Goofy 
flying in circles, crashing through nearby enemies! Sora and Goofy can’t move 
normally while in this move, so be sure to activate it when foes are close by! Keep 


uP | Beat Saix (World That Never Was) hitting those buttons, because the attack automatically ends if the combo is broken. 
xen 


current active party! For example, if Goofy is in reserve, then you can't use Valor! 
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‘Twin Howl _|Other [Magic __|_x0.75 | x | | all of their abilities at once. While it's not a bad idea to hold onto 
Outcry _|Other |Magic__|_x1.0_| © | | AP Boosts for Sora, Donald and Goofy as they need them (rather 







Once activated, both Sora and 
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enemies on all sides. The Howling Moon forces the allies to get 
fighting foes. The final attack is a powerful roar that crushes neg 


than using them on Sora right away), take a different approach for 
the world-specific heroes. Give them AP-enhancing accessories 
| whenever possible to bring out their full power. 
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Captain Jack Sparrow is quite the crafty character, 
with a variety of attack moves up his tattered 
sleeves. His strength is his projectile attacks with 
knives and bombs, but he’s no slouch in the close- 
range combat arena either. Like any good pirate, he’s 
good at liberating his targets of their material goods! 
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|Weapon Strength 
p g 


Weapon 


Sweeping Slash 
Grounded Combo 





Aerial Thrust Weapon 














Aerial V-Swing |Weapon {Strength 


No Mercy _ Weapon |Strength 


Rain Storm 


















Bone Smash }10MP_ i Fire 








JACK SPABRSW'S ABILITIES 

TYPE ABILITY AP LEARNED 

|Rain Storm 2 

Bone Smash = 
3 / 














OVHER BONUSES 2 UPGRADES 


HP+10 Clear the explosives from the deck 















HP+15 Beat Barbossa 

HP+10 Beat the Grim Reaper on the Black Pearl 

HP+15 Beat the Grim Reaper at the Port 

TREASURE ISLE ATTACK TYPE BASE STAT POWER FIN 





ee EE Se Ei 
Jackinife [Weapon [Svenath | 075 | 0 | 
Slasher |Weapon |Strength | x075 | 0 |) 
Limit Command makes it seem Final Trap Fire [Magic — 

kind of pointless. However, that's 


not the case, especially against the undead pirates! Since the chest dfaws foes 
into its vortex, set it up in the moonlight so that when the pirates are drawn into it, — 
they're vulnerable to attack. This move is devastating, as it prevents foes from 
doing anything but flailing helplessly in mid-air as Sora and Jack clobber ~~ 
them! = 





LIMIT GAUGE 







At first, the fact that you can't 
move during Jack Sparrow's 













avn 
When using a world-specific hero, keep in mind the 
world’s theme when deciding whether to keep Donald or 
Goofy in play. For example, Donald's magic skills make 
him invaluable in Port Royal when the magic-vulnerable 
undead pirates are on the loose. However, Goofy is a 
great choice in Agrabah and Beast's Castle, where there 
are magic-resistant Heartless aplenty! 
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Accessory Slots} 0 
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machine. He has great speed and a strong attack, plus Mas 

to drop orbs with his pouncing attacks. And don't ; 0 
command, which leaves a shower of Orbs in its 
also carry a lot of items to keep your party 
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: Trickster 1 Drive Orb 
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Zon! Bot Aon ant Sore [Ouskay Moapo [eh Evenveony,7 o,THe Lim, 
get fleet of foot for this move, Guster Wespen fereng_/_asd_| 0) 

slicing and dicing foes with 
lightning speed. As a finisher, any enemies that aren't defeated in the initial attack 
are sliced repeatedly after a blur of motion. Throughout the attack, enemies are 
forced to cough up a /ot of HP Orbs, MP Orbs, Drive Orbs, and Munny! 












While all world heroes have the Auto Limit Ability that makes their Limit commands 
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Magic is Jack's game, creepy magiethats as good at 2 ABILITY = 

























































scaring folks as it is blasting Heartless to smithereens. 
ability to strike enemies from a distance and hit multiple: cyleror Sartor 
makes him quite the terror. Jack’s no slouch in the stre 
department either, but his inability to weararmor does jas 
him more vulnerable to damage: 
TYPE. BASESTAT POWER DF. FIN 
Weapon |svengh vgs] 0 |x| 
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Moving as a pair, Jack carries 
a hovering Sora overhead as Downbeat [Weapon |Swength |x0s [oj fi the In > ° h \d e 
they move freely under your Syncopation|Weapon {Strength [x05 {0_| rst meet them. Instead of selling old equipment, old onto it and 






give it to the world-specific heroes to help them better handle the 
challenges ahead. Don't worry about losing the equipment, as they 
return everything when they leave the party. 


TSAO 


control. The normal attacks only Weapon |Strengin [O01 inal fg 
hit nearby enemies nearby in slated Winapon hit x5.0 

front of the duo, so this is best 

used against single foes. However, the Finale move unleashes a sto 
clobbers anything within the vicinity! 
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SIMBA'S MOWES 
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Double Body Blow | [Weapon | Strength x10 | 
iKickUp____|-_|Weapon_|strength__|x.0__| 
Fierce Claw ___[1oMP_|Weapon__|Swrength__|xt.0_| 
[Groundshaker__[10MP_|Other_[Magic_—hits 1-4 _| 
[HealingHerb__[gomp_|- [Magic x0 


OTHER BONUSES 2 UPGRADES 
G 


H 
raveyard : 
IHP+5 —_—s| Beat the Groundshaker = ee TYPE ABILITY AP LEARNED 
aS I PTE Action |FierceClaw  |21 NA | 
HealingHerb | 3 | N/A _| 
EI ATTACK TYPE BASESTAT POWER FIN 

Wildcat [Other [Magic _—|_x0.25_|_X | IMPRage | 3 | 

X-Claw [Weapon |Other _—|_x.01_—| | Auto Limit | 1 

Hit 1-10 HyperHealing | 3 

gece 0 Auto Healing | 3 


tes 


ty, ee 


fro] aoe] | ae | | 

Pfr [reo ae | | | 

eh Psasoe | - [ef] | 

oon 

Teo [ eee | | - | 

ee 

rea] rae | - | 2 |e] 

| Sednnge ogee 
ve 1861098 53 

To) re fo | a 

fee | reas | | || | 

far omwowe [si |- | - 1-1] 


p= | | 2 | 
[15] 392 [iz] - | -|-§ a 





















aS 


accessory Sits) 1] 
2 a 
Weapon | entity Disk 






ATTACK 

Elevating Rotate 
couting Disc 

Pulsing Thunder 








= 





This highly mobile attack sends 
hordes of Bits out to clobber 
nearby enemies. For anything 
that is out of range, hover 

over to get them within range. 
The final blow of the attack, 
“Reprogram,” creates several 
Bits that persist well after the 








attack is over and you regain control of Sora, hurling themselves 
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Potion x1, Ether x1 


Burst Pulse {Weapon {Strength 


[Reprogram |Weapon {Strength | 025 | MP remain locked. Lastly, their AP can only improve with an AP 







Tron’s greatest strength is his ability to'strike 
opponents from a great distance with his Identity Disk ESPs 
weapon and Thunder attacks. Since the enemies of 
Space Paranoids tend to be hig mobile, 1S IS 2, 
terrific advantage. It lacks a ) it D 
ability, but it certainly ma rh ps Defend the Solar Sailer 
stunned foes and finish Beat the MCP 
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1 Levels of the worlds they inhabit increase. Once you complete 
~ | each world’s storyline, however, certain stats more or less “max 
1 out.” While you can still increase their strength, defense and 
| magic ratings with additional experience levels, their HP and 


} Boost but it's best to save those for Sora, Donald and Goofy. 
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now they fight side-by-side against the Nobodies and 
Organization XIll. Riku is a lot more “cooperative” than ~ 
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ean Slots Pes sme, the other party members, as two of his attacks can be 
initiated by player commands! 
tems ss |_—~Potion x4, Ether x2 
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During certain points of the final battle in the game, you actually take control of Riku. 
His stats remain the same as when he’s only a partner, and his general controls are 



















































the same as when you control King Mickey. 4 SVE sei AP LEARNED 
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a saved game. 
Although King Mickey has 
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friends must defeat the bo 
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continue. 
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The number of times you've lost all your HP and continued 
never resets unless you reload a previous save-game! 
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During certain event battles, other non-party characters join to fight alongside the 
heroes! Although you don’t have the degree of cooperation you do as with other 
party members, these extra characters can really make these fights easier! 

























LEON'S MOVES 






Shoot fire at enemies 


Blasting Zone Dark-power blast with knockback, giant Gunblade 











Leon fights with the heroes twice; first when defending Hollow Bastion’s 
Bailey gate from the Nobodies, then again when repelling the Heartless 
invasion at the Ravine Trail. He’s a tough fighter with some vicious Gunblade 
moves! 
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ura Guard reate protective barrier for 5 seconds 


Aura Ball Create power balls from hands, swing at Hades with® 


Like Leon, Hercules appears in two different fights. After rescuing Megara, 
Hercules helps Sora take on Pete. Later on, Hercules is absolutely vital to 
defeating Hades! 
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MINNIE’S MOVES 
faack (Description | 
Fires slow-moving homing light-ball 
Blow away surrounding enemies 


Mickey's not the only mouse with a little fight! Queen Minnie defends 
Disney Castle from the invading Heartless, but needs Sora’s help to reach 
her goal! 
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PETE'S MOVES 
Attack escription 


D 
= ‘2 Attack enemy, but hurts his hand 
Runs around madly, hitting anyone. Only used at 
FESS 
f River Falls down, creating shockwave that hits anyone 


eee As often as you duke it out with Pete, fighting alongside him is pretty odd... 
and fighting alongside Pete against Pete is downright surreal! “Past” Pete 
joins the heroes in trying to re-take his steamboat from “modern” Pete. 
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When thousands of Heartless swarm Hollaw Bastion, voto 
joins the fray on the front lines. She's one of four heroes who 


fight alongside Sora an the Ravine Trail. 
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Aerial Finish _—'|_3_|Powerfulfinishing move for aerial combos 
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econd Keyblade attacks on its own 
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et Wisdom Form to Reaction Command if HP is at 25% or 
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Auto Wisdom 


ise Fire magic while dashing at enemy 
Use Thunder magic 


lazing Fury 
jolts of Sorrow 
one Smash 
rave Beat 
rave Shot 
Combo Upper 


Complete 
Compliment 


ounterguard 

rime & Punishment 
Cure Potion 

ark Aura 

ark Shield 


og a 
/ 
3, 
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mbo finish move that attacks multiple enemies 


‘ombo finish move that knocks enemy back 
nack enemy into air with® 


nable Complete Compliment Limit Attack 


Hold@ to run at high speed (Lion Sora only) 
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ZO 


m 


s>i°oQ 


ull in nearby enemies and pummel with finishing combo 


Dash through the air and slice enemies 
Damage nearby enemies 


Use Blizzard/Blizzara/Blizzaga magic 
Use Cure/Cura/Curaga magic 
Use Fire/Fira/Firaga magic 


Use Thunder/Thundera/Tundaga magic 
Enable Dragonblaze Limit attack 


Enable Eternal Session Limit attack 
Powerful Magic-based combo finisher that surrounds Sora 


Enable Fantasia Limit attack 


Dash in and repeatedly attack enemy 
Repeated attacks against a single enemy 


Disaster 
ivider 
odge Slash 
onald Blizzard 
onald Cure 
onald Fire 
onald Thunder 
ragonblaze 
Eternal Session 


Ferocious Rush 
ierce Claw 
inal Arcana 
Final Arts 
inal Strike 

Finishing Blast 
inishing Leap 


‘owerful finishing combo against single target 


Pp 
Powerful combo finisher that hits multiple enemies 
Powerful spinning air-combo finishing move 

C 


‘ombo finish move that attacks surrounding foes with® 


aping attack at end of combo with® 


\AcrialSweep | 2 | 
Applause, Applause | 3 | 
AutoAssaut =| - | 
AutoFinal =| | 
Auto Summon | _2._| 
AutoValor | 1 | 
BlazingFury | _2 | 
Bolts of Sorrow | 2 | 
iBoneSmash | 2. 
BraveBeat =| - | 
Brave Shot =| - ‘| 
ae 
Counterguard =| 4 | 
Crime & Punishment | - | 
Cure Potion _—*| 3 ‘| 
DarkAura =| 2 | 
Dark Shield =| 2 | 
ea - | 
Disaster =|‘ 
Divider =| 2 | 
Dodge Slash —s | 2.‘ 
Donald Blizzard | _ 2 | 
DonaldCure | 3.‘ 
DonaldFire | 2_—| 
Donald Thunder | 2 _| 
Dragonblaze —s| 3 | 
Eternal Session | 3 | 
Explosion —=s'| 3 ‘| 
Fantasia = ss | 
Ferocious Rush | _2_| 
FierceClaw | 2. | 
Final Arcana =| - ‘| 
Finlans =| - | 
Final Strike =| - | 
Finishing Blast | -_| 
Finishingleap | ‘5 _| 


ATTACK AP |DESCRIPTION 


Fiametongue _|_2_|Dashthrough the air wreathed infire 
Fare Force | 3_|Enable Flare Force Limitattack 
Furious Shout__|_2_|Knock down nearby enemies 
oofy Bash 
oofy Tornado 
ofy Turbo 


roundshaker 
uard 


Bio 


ttack surrounding enemies with battle cry 


uard and deflect enemy attacks 


rusting combo-finish move that breaks enemy guards 


estore party's HP at 60% maximum 

able Howling Moon Limit attack 
se homing Blizzard magic against enemy 
nable King’s Pride Limit attack 


Die\|> 


uard Break 
jealing Herb 


ealing Water 

orizontal Slash 

lowling Moon 
cy Terror 
King’s Pride 
Magic Haste 
Magic Spice 
Master Magic 
Master Strike 
Mobile Action 
Mushu Fire 


& 


° 
Ss 
a 
2 
2. 
3 
a 
a 
3 
oe 
7 
a 


increase Magic power 
epeated finishing move against single enemy 


over instead of run, attack while moving 


ttack nearby enemies with Fire magic 
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unishing sword attack 
mega Finale ‘ombo finish move in the middle of combo with® 
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Over the Horizon ap at target and attack with® 
Pulsing Thunder ‘ack nearby enemies with Thunder 
‘orce enemies to drop Orbs 

row multiple knives at enemies 


legain balance and attack with@ when knocked into the ai 
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etaliating Smash 
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couting Disk 
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ttack while using Dash with @ 


hrowing disc attack homes in on enem 
eries of rapid attacks 


in enemies with repeated attacks 


ash in and attack faraway enemies 


ir combo finish move that attacks multiple enemies 


ombo finish move that pierces enemy guards 


nable Teamwork Limit attack 


nable Tornado Fusion Limit attack 
nable Treasure Isle Limit attack 


nable Trick Fantasy Limit attack 


nable Trinity Limit Limit attack 


nock enemy into the air during combo with® 
hoot magic bullets instead of swinging Keyblade 


anisl> 


lash Frenzy 
Slide Dash 


eleisl? 


mim 


ornado Fusion 
reasure Isle 
tick Fantasy 
rinity Limit 
pper Slash 
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PAP DESCRIPTION 


me alo r 2 Jump again in midair with® 


Prass atid hold @ in midair to 


Si Jump ge Increased jumping height 


3 {Press@ on the ground to dash quickly 


Sure ant ABUT! 3 


nace AP DESCRIPTION 


Aether 1 2 | Regain balance with @ when knocked into the air 
Be Combo Boost | 3  |Number of combo hits increases air combo finisher damage 
Air Combo Plus EB Add 1 attack to aerial combos 


AutoChange ss |_5 | Automatically reptace fallen party members 
AutoHealing | 3 | Restore 1 HP each second when in-reserve 


ri Limit Re Set character's Limit attack as@ when available 
iBerserk Chasge 5 | Disable finishing moves and Strength +1 during MP Charge 


iBiizzard Boost | 4 | Blizzard magic damage increased x12 


Combination Boost 4 | Umit Gauge depietes at 80% normal speed 


‘Combo Boost | 3 | Number of combo hits increases ground combo finisher damage 


Combo Plus 1 | Add | attack to. ground combos 


IDemege Drive | 3 | Drive Gauge is retilled whan damage is taken 
seme 1 3 | Defense +2 when HP is at 25% of maximum or less 
[Draw __| 3 [Drawindropped Orbs tromfurtheraway | 
ee ce eb ee csr beet 2h MP ee _J 


— Magic sf Use repeated Magic combos 
Experience Boost 


i 3 | Earned EXP when HP is at 25% or less 
iFinishing Pius 5 | Double finishing moves after combos 
jFire Boost | 3 | Fire magic damage increased x1.2 
{Form Boost 5 | Form Gauge depletes at 80% normal speed 


Hyper Healing Sa Automatically revive fallen party member and x2 restored HP. 
item Boost | 2 | Healing items effects increased x1.5 when used ‘tom menu 
Jackpot = ss 4 | increase Orb & Munny drop fates x15 


Leaf Bracer ay Cure magic is not interrupted when attacked } 
Lucky Lucky 5 | increase item drop rates x1.3 


Magic Lock-On___|_1_[Automatically target enomios when cesting attack magic | 
IMPHasta |_| MP Charge gauge refills x1.25 faster 

IMPHastoga |; MP Charge gauge refills xt taster 
ian MP Charge gauge refilis x1.5 faster 
IMPRage dS MP is restored when damage is taken 
[Negative Combo | 2 | Reduce ground and ait combos by 1 attack 


Once More | 4 | JHP remains if HP-is deplated by a combo attack 


Reaction Boost eG Damage from Reaction Commands increased x1.5 
















































See targeted enemy's current HP 


‘Second Chance | 4 |1HP remains if HP is depleted by powerful attack 


Summon Boost 5 | Summon Gauge depletes at 80% normal speed 
Synch Blade | - }Use two Keybiades at once 
Thunder Boost 5__ [Thunder magic damage increased xt.2 z B33 
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Mythril Shard ‘Tent 
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Job Board #2 Shard 











AP Boost 
























Walk aver to the Armor Shop and meet 


Bs esse: h 
with Ra Jesse's Accessory Shop 


To Market Street: Station Heights 


Ga actos the street to the Accessories \ 


Shop and talk to the salesperson 


To Market Street;  -imina’s Workshop page 


Lock on w the cat on the avming of the Station Heights 


Candy Sap. j | Rais ji |) Potion 
To ce ™. ry - age 
Alley See. ‘ Biggs’ 


Potion 





Armor 
Shop 


[Ses nese | 


To Underground Passage 


In the Sandpit, chogse a “practice” 
weapon, The choices are between an 
Attack-type weapon, a Deiensive-type 
weapon, and @ Magic-lype weapon 


Hi-Potion 


Take part in @ practice battle against 
Seiler, 


BB avel trough the tres tthe Oi 4 Mythril Crystal 
Mansion, following & mystesivus enemy, BU hose a (Sora) 


Take part in a hatte against a Orichalcum 
Mysterious Enemy, (Sora) 





AP Boost (Sora) 


Mythril 
Crystal 
(Sora) 










Hi-Potion 
(Roxas), 






Potion (Roxas) 







Orichalcum+ 


Potion (Sora) 


Ability Ring ‘Roxas) 


Mythril Shard (Roxas) 


(Sora) 


 @- ee 
Ultima Recipe = 
(Sora) 





OTHE IST DAY 





The game opens with a new hero, Roxas. He has three buddies, Hayner, Pence, and Olette, who lead him around town 
and introduce him to various people and shops as they try to clear their names. Each day involves one or two aspects of 
the| game. After completing certain objectives, the day ends and another one begins. As the game begins, it appears that 
Raxas and his friends are being blamed for a series of thefts around Twilight Town. This first day in Twilight Town is 
spent trying to clear the names of Roxas and his friends. 





MINI-GAME BREAKDOWN 
20 SECONDS OR LESS 50 MUNNY 
60 SECONDS OR LESS 30 MUNNY 
MORE THAN 60 SECONDS 





One introduces the basics of navigating the game world. First, you learn how to move using the Left Analog Stick. 
xt, you learn about the Reaction Button also known as the @ button. This is used for interacting with the environment, 
ether it's people or objects around Roxas. 


During battles, the @ button is used for Reaction Commands. These commands are special attacks that are unique 
es type of monster. The final lesson describes using the lock-on feature. To do this, look around for something to 
iget (move the Right Analog Stick) and press the R1 button to lock onto the object. Locking on is also important in 

battle, as you'll soon find out. 





a 


ioose Your Weapon! 


Next up, it's time to choose a practice weapon and 
take it for a test battle. Choose wisely, since this 
weapon choice provides a stat increase based 
onthe weapon type. Starting from the right, the 








‘This toobe arrest (ae a staff. You can 


aye b This hes & bend quara. 





Attack-type weapon is the standard club. Choosing ees 3t ootets wel yeah ottacis. perform unuewel attacks with the 
NLL IOS 





it provides a +1 to Attack. The Defense-type weapon 
isjalso a sword, but it comes with a defensive guard on the hilt and a +1 to Defense. The final weapon is a Magic-type weapon that resembles 
a Staff. It adds a +1 to Roxas’s Magic Power. Choose the weapon that appeals most to the way you like to play the game. 
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A 
vs. Selfer 
This battle is for practice only, so 
use the time to get accustomed 

to the game's controls. Keep 
attacking and dodging Seifer until 
the battle ends. Don't forget to 
keep an eye on the health gauges, 
as well as the action on the screen. 
Itis always important to form good habits at the start of the game, as it will become vital as the game progresses. 
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Things Start Getting Serious 
ath: the fight with Seifer, Roxas 
appears in a strange forest with 
a bizarre monster. Follow the 
monster through the forest until a 
mansion comes into view. If you 
get lost in the forest, just head to 
the northwest or follow the path 


at the edge of the forest until you 
reach the path to the Mansion. 





Once there, approach the Mysterious Enemy (also known as a Dusk) and target it (press the © button when prompted). 
This triggers the first real battle in the game! 





Boss/FicaT! 
Save Points in unusual locations usually mean one thing: a boss battle lurks 
ahead! Take the opportunity to save your game whenever a Save Paint 
appears. If not, you may find yourself repeating large parts of the 

game when things go wrong. 
















haunted by what seem like memories of other worlds, other (Hous to Play: Jimmy Objectwe: 
people... particularly a boy his age with spiky brown hair Read the help wanted sign in Market Complete with less than 6 points. 


Street: Tram Common. 


mini-GAME 











and a weapon that looks like a large key. As the dreams SANDEMAN CANO SS 
hecome more frequent and more strange things happen Swing at the various junk piles to knock them away. At the end ofeach © ADVANCED TACTICS 
dep riht Yown, aga ares id mot detained combo, the piles you hit go ying and explode. Any piles that they bit There are two ticks to scoring s few hits as possible. Begin by 
to yt to the bottom ofthese mysteries. hopetlly even pein siac iy catch elaiteraetadessledeedoa nipping any ability and/or weapon you have with a Negative 
at other piles. A good strategy is to finish a combo with another pile een a arr a 4 
unlocking the mystery of his own past. i an co saa od bok Geass ot Be Combo. Use the fact that you can push around the piles of junk to your 
: : sets ay i wey, bth ples gu fying sda ag md atlvantage. Try placing them in comers and at set distances from where 
‘Roxas fist appeared as a mysterious figure inthe bonus patos a combo begins to increase others that you can hit. 
movie “Another Side, Anather Story” from the first KINGDOM Poe, oF seat ATT ne a eS I TART 
Pet NEN e Y : p>’ 5 ‘he? Y ; 
HEARTS game. Only now is his origin explained! Rocca Sain ue BRADYGAMES’ 
MINI-GAME BREAKDOWN | GAMERS! 


10 SWINGS OR LESS SoMUNNY =f 
>) §]  1SSWINGS OR LESS 30MUNNY fi wie me 
MORE THAN 15 SWINGS 10 MUNNY a 
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Weapons 
Fire 
Blizzard 
Thunder 
Dark 







The Dusk is ¢ strange creature, one that you'll be seeing a lot af in the upcoming days. They 
are very fluid and move with an unearthly grace. However, they are also pretty slew. makaag 
it somewhat easy to attack. 





With nag in hand, 







This battle introduces the Reaction Commands. Simply press the button when the green 
triangle marker flashes on-screen to perform one of these commands. For Dusks, Roxas's 
Reaction Command is a simple slide and turn move. This enables him to slip past the Dusk 
and twist around inte attack position from behind. This is the safest way to attack without 
fear of a counterattack. 

















OBJECTIVES 
; Enter the Save Point in The Usual Spat 
, ain! feam how to save your game. 
C Acquire the TWILIGHT TOWN MAP. 


Neel your friends on Market Street 1a 
decide what to do. 





After another strange dream, Roxas finds himself back in the hangout with his pals. Today they want to go to the beach, 
but they need to earn Munny to afford the train ticket. See how much Munny you can earn on Day Two by doing the 
various odd jobs around town. 






Toke on part-time jobs t0 eam Munny for 
the trip to the beach, 






Go to the Station Plaza and meet with 
Hayne, Obtain the MURINY POUCH. 





Saving Your Game 
The first thing you learn at the start of Day Two is how to save your game and restore HP and MP at a Save Point. Just 


enter the swirling column and press the @ button when the Save Reaction Command appears. This brings up the Save 
menu. Just walk into the column to restore your party's HP and Mana. 


HAYVNER 


Jiminy Objective: 
Win by a margin of 100 or more points. 





















te ews 


Hayner's attacks consist of a two-hit combo and a short thrusting attack, but bth atacks leave him wide 
open. Keep a safe distance and don’t stop moving; wait for Hayner to make the first move. Get a feel for the 
attack speed, and move in before he has a chance to recover. 


One tactic to use to acquire lots of Hayner’s orbs is to employ constant pressure. Lead him toward a comer 
and race around him to reverse positions. Continue this assault until Hayner is nearing the last of his orbs, then 


Jiminy Objective: 
Win with 150 or more points. 


~The key to defeating Setzer is to catch him when he is standing casually or crouched down. Be cautious, 
however, as hitting his sword when he is crouching will trigger a brutal counter. At the onset, the easiest way 

> to cause Setzer to drop battle orbs is to attack with a frenzy. After knocking some orbs from him, back away to 
maintain the lead. His most powerful attacks include multiple thrusts and a backward jump into the air, followed 

by a spinning dive forward. Both attacks cover a considerable distance and are difficult to avoid. 





x, 





Jiminy Objective: 
Win with 200 points. 


Begin the battle by locking onto Seifer. His confidence is his weakness, so take advantage of his taunting by 
_ hitting him in the back, Seifer's most devastating attack is a lunge move from above. To counter this, simply 
move to the side and strike where he lands. Because Seifer takes so long to recaver after getting hit, press the @ 
button repeatedly to unleash a full combo. 





gy 


















Tim 
Part- Hl ne e Jobs 


The gang decides that they want to go to the beach, but they need 
{o earn some Munny by taking on the part-time jobs advertised on 
Help Wanted” bulletin boards on Market Street and at the Tram 
Common, 


deally, you should earn 800 Munny but you can get away with 
arning as little as 50 Munny to continue the storyline. If you are 
an overachiever, try earning at least 1050 Munny to get the max AP Bonus when you turn in the earnings. 


However, the max you can earn 
is 1850 Munny. When you meet 
that number, the meeting at the 
Station Plaza starts automatically. 
Regardless of how much Munny 
ou earn, all of it goes toward the 
er trip and Roxas ends up with 
fone of his own! 


4] 20SECONDS oR LESS SOMUNNY 
] G0 SECONDS OR LESS 30 MUNNY 
} MORE THAN 60 SECONDS a 
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IME SAD DAY 


Another night and more flashbacks... In the morning, itis time for another day of adventuring. However, what starts with 
the possibility of an actual trip to the beach soon turns into something more. 





KEVROINTS 


= , ume ry Ht ry 
Roxass Dive to the Heart 

On Day Three, Roxas gets to experience his own “Dive to the Heart.” If you 
played the original Kingdom Hearts, then you should remember this opening 
sequence as the point during which you received the first real Keyblade. This 
event is no different. 


At the start of the event, select a weapon type (see following tip box for a 
rundown). Now it's time to test it out on a group of three Dusk enemies. Lock on 
to one of them at a time and pummel them with the Keyblade. Use the Reversal 





Reaction Command to slip behind them for a few uncontested swipes and watch 
out for their sinuous kick attack. 


For winning the battle, Roxas gets 
the ability Aerial Recovery as a 

Get Bonus, Get Bonuses are the 
rewards you earn for completing 
specific battles (usually boss battles 
or important event battles), These 
rewards range from new skills to 
HP/MP boosts and extra Item/ 
Accessory slots. These Get Bonuses 
are not affected by the learning 
priority that is assigned when you 
chose a weapon type. 





After defeating the initial batch of Dusks, a treasure chest and a Save Point appears. Save your game, then use the door to reach the next area. Continue to fight 
from one Station to the next until you reach the first big boss challenge. 





The weapon choices are the same as they were on Day One: Attack-type, 

Defense-type, and Magic-type. This time, though, the choice sets the 
priority on what type of skills you eam while leveling up. Selecting 
the Magic-type weapon means that you will lean spell-boosting 


abilities earlies, while selecting the Attack-type weapon sets 
attack skills as-a prionty. 
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Weapons 
Fire 
Blizzard 
Thunder 
Dark 









‘Aller sisson 

T Switiming acrass 
aon 
Creepess) appear TN Sent ole cesar bog 
as 





There is ne escaping this abeminahle Nobedy. His first attack temporarily impnsons Roxas 
and sets off a chain of Reactions. Time the first two Reaction Commands by pressing & 
when prompted, then wait for the world to tip before countering his fully charged lightning 
attack with another Reaction Command. After landing, lock on to his head and swing away. 






















Strike when his head is bent low and his hands are swinging wildly. When the boss is 
standing, use the Reaction Command to ride the Flectnc Wave attacks up te his head. Using 
his bedy, the Giant Nobody can create floating rings with his head in the center Similar to 
when he stands, react ta the Dectric Wave attacks to dodge them and reach the head. The 
Giant Nobody exits his ring form just aftes releasing a powerful charged attack onto the 
center of the stage. 





The Giant Nobody has two physical attacks that you can't counter. The first one occurs when 
he winds up his teft arm and cartwheels in glace. Jump to avoid his arm as it whips across 
the floor. The second ene occurs when he performs 2 back flip, thea swims through the air to 
the other side of the arena. Jump to the side of the stage to avoid his outstretched arms. 
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Go th the Sandlot for the Struggle Batti 
Tournament 


Spoak ty the Announcer Wi start the first 


round of the towrnanent 


Heleat Haynes 


Defeat the Ducks 


Outen Seles, Acquire the CHAMPION 
{if you win) 0 the MEDAL (if you 








OTHE ATH ONY 


Today is the day of the big Struggle battle, so prepare to do some fighting. The goal is to win the tournament and split the 
reward with your friends. 


KENOINTS 


The Struggle Battle Tournament 


The big event on Day Four is the Struggle Tournament. This event provides lots of practice battling different types of 
opponents. The rules for the Struggle are simple. Whenever you score a hit on your opponent, he loses orbs. Pick them 
up to prevent him from regaining them. If Roxas gets hit, he loses orbs as well so pick them up before your opponent! At 
the end of the match, the person with the most orbs left wins. 


a | 
You already know the rules, 
but a refresher can’t hurt. 







All right, time to begin! I hope you've # 
practiced battling someone! 






If you're up to a challenge, ty leg Hoe: a Set 
by collecting all 200 orhs! 












HAYNER 2 ol 


Begin the battle by locking on and backing away. Hayner’s Before entering this battle, equip the Guard ability. Vivi is 
attdcks consist of a two-hit combo followed by a short an agile opponent who can run circles around anyone. 
thd 

Keep a safe distance and don't stop moving. Wait for 
Hayner to make the first move. Get a feel for the attack 
speed, and move in before he has a chance to recover. 


Fortunately, his attacks are not very powerful. He can leap 
around and gather most of the loose orbs within seconds, 
so keep the stage as clean as possible. Be cautious of 
Vivi when he levitates and lifts his bat into the air. This 
marks an attack where he spins through the air and 


st. Both leave him wide open for a counterattack. 


Th@ best tactic for getting all of Hayner’s orbs is to apply 
constant pressure. Lead him toward a corner, and race 
around him to reverse positions. Continue the assault 
untjl Hayner is nearly out of orbs, then retreat to collect 


finishes with a long-distance thrust. 


One of Vivi's weaknesses is the duration of his attacks. 
Continue moving around, circling Vivi until he attacks. Follow 
this up with an attack from the side or behind. Any time Vivi 
remains on the ground, follow up with another quick strike. If 
Vivi’s speed becomes an issue, press the @ button to Guard and unleash a 
complete combo in response. 


any|that bounce away. 
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LESS THAN 30 SECONDS 50 MUNNY 


30 MUNNY 
GREATER THAN 60 SECONDS 10 MUNNY 
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Weapons 
Fire 
Blizzard 
Thunder 
Dark 
Other 















When Axel drops ane of his 
flames engulf his w his ings - unleash a full combg , 
per body. jump away and ; but don't get too confident . 
- Wait for this brutal attack to fn Any time 


After the fight with Vivi, a group of Dusk enemies attack followed by an Organization XI 
member named Axel. Axel appears and challenges Roxas to a genuine duel. This foe excels 
in both speed and power, forcing you to keep moving. Axel primarily attacks head-on, 
Respond to these attacks by circling around and jumping in for a quick hit. Equipping the 
Guard ability is a good idea, as his attacks are easy to time. 

Be wary of Axel when he kneels down. This signals the opening to his most powerful 
attack. After a short delay, Axel races behind Roxas and unleashes 2 potent fire combo. 
Fortunately, his kneeling leaves him wide open. Carefully judge your distance before taking 
action. If he isn’t too far away, move in for a quick combo. Otherwise, retreat and jump to 
the side as soon as his movement picks up. 
























Ger Bonuses; 
Whether or not you win or lse the folowing bate, 
the game's 
oe, eh tes ibe ara i fi 
the MEDAL instead you lose his bate, you receive 












OLCETTE 


The sensible one of the gang— there's aways oe. lett 

the 
the ok ali ey de lec heme 
Mottin te occasional dispute. And in exchange, occasional the 
Set dragged along wen she wants to go shopping. = 







SETZER 


The key to defeating Setzer is to catch him when he is standing or crouched down. Be 
cautious, however, as hitting his sword when he is crouching will prompt a brutal 
coufiterattack. 


Early on, take the battie to Setzer to make him drop a fair amount of orbs. After doing 
so, hack away to avoid losing any orbs. His most powerful attacks include multiple 
thrusts and a jump backward into the air, followed by a spinning dive forward. Both attacks 






cover a considerable distance, making them difficult to avoid. Because of this, it is 
essential to move around and wait for obvious openings. 


Defeating Setzer isn’t required to proceed in the story. The reward for winning (the 
| 
Champion Belt), however, is considerably stronger than the Medal. 
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OBJECTIVES 


S2 


Go to the train station and take the train 


H te Sunset Station 


! Speak to Pence on the steps af the 
Station t0 get information about the 
remaining wonders. 


H Goto Sunset Terrace and check out the 


mysterious orbs that shat out from a 
wall al the back of an allay. 


| Enter the Tunnel and check out the 
J source of some mysterinus moaning 


At the end of the tram tracks, examine 
ihe waterfall 


Head 10 the top of Sunset Hill ant 
examine the mysterious bag 


Wate out for the Ghost Train from the 
top of Sunset Hill 


Return to Sunset Station and check aut 
the “Ghost Irain.” 


Head! to the Haunted Mansisn 





SINE STH OAY 


The next-to-last day of the Tutorial finds the gang heading over to another part of town to discover the secrets behind a 
bunch of strange mysteries. The Seven Wonders of Twilight Town is the next assignment. 





SION 


The Seven Wonders of Twilight Town 


The kids decide to check out some rumors and strange happenings on the other side of Twilight Town. While some of 
the phenomena have reasonable explanations, many of them are the results of Nobodies interfering in the town. Upon 
arriving at Sunset Station, talk to Pence to see where these mysteries are located. Pence meets you after each mystery 
is solved so that you can refer to his map to see where the next one is located. 


The Stairs mystery was pretty bogus, so head to the second one. In an alley in Sunset Terrace, there is a wall that is 
rumored to spit out shining orbs of light. Investigate the wall to see what happened. Then when the orbs come flying out, 
dodge them and make your way back to the wall to hit it and stop the orbs. This is a pretty easy task if you have great 
hand-eye coordination. 


The Animated Bag 
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Next head into the tunnel where reports of a mysterious moan are located. Inside you see someone who looks an awful 
Jot like Vivi—until it splits into three. Defeat the 14 Vivi clones to solve this mystery. These guys are pretty easy and only 
take a hit or two at the most to defeat. So wade into the fray with Keyblade swinging. 


Now head to the end of the tram tracks, where Olette is checking out a mysterious fountain. Examine it and Shadow 
Roxas steps out of its mirror-like facade. Defeat the shade to solve the mystery. Shadow Roxas is an easy foe to defeat 
because he fights just like you. 
Shadow Roxas is slow and tends 
to leave himself open when he 
attacks. 





he 5th and 6th wonders take place in the same location on Sunset Hill. First 
xamine the bag on the hill. When it suddenly takes off, use the Jump On 

action Command and ride it around the hilltop until its Stamina gives up. Use 
he Jump Reaction Command to hop over any obstacles in your way. 


e 6th wonder is a Ghost Train said to appear on the train tracks around 
$unset Hill. Head back there and see what you can find out. The last wonder 
a mysterious girl who is said to appear at the second floor window of the 

ii Mansion. Head back there and see what you can find out. 


OTHE GTH DAY 


This is the last day of the tutorial and the last day that you get to play as Roxas. This time you get to enter the Old 
Mansion. But first you have to solve the mystery of why your friends are unable to see you! 
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The Nobodies infiltrate Twilight Town 


The first event to 
occur once your 
friends head out 
without even seeing 
you is a meeting with 
Axel. Axel was once 
Roxas's best friend but 
there is a bit of tension 
between them. Before 
you can resolve it, Nobodies attack. Either defeat them all or the next event triggers when Roxas’s HP 
falls to 30%. The new Assassin enemies are a bit difficult. Wait for them to emerge from the ground 
before you try to attack. The rest of the time, you just need to avoid their swift attacks. 


The Old Mansion 


Your big stop for the day is the Old Mansion. You can now unlock the gate with your Keyblade and 
explore the rooms, On the upper-left side is Naminé’s room. Go in there to get the map and Naminé's 
Sketches. Then head to the other wing to the Library. Roxas completes the drawing on the desk to open 
the way into the Basement and a secret Computer Room. 
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much quicker and significantly stronger than 
the last time you fought. Continue to avoid 
him when he is surrounded by flame, and 
also be wary of the flames that make up 
the arena’s walls. Axel has a new nuisance 
technique that covers the floor in magma 
that slowly depletes Roxas’s HP. 







This is Roxas’s last battle, so go out in @ blaze of glory! Axel is back, giving you the 
opportunity to show him what you're worth with both Oathkeeper and Oblivion. Axel is 





Weapons 
Fire 
Blizzard 
Thunder 
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How to Play: 
Read the help wanted sign in Market Street: Station Heights. 


Jiminy Objective: 
Complete with 100.or more points. 


As soon potbees i Year job tena he coned by jing 2 balone wih your apo. Fach bl 
it up slightly and each cambe finisher sends it flying. Lock on and try to hit the balloon taward a comer. 
Hf you swing too early, you will likely lose your combo. 


ADVANCED TACTICS 


Equip a long weapon prior to doing this task. This increases your range, thus minimizing your chances af 
missing. Combe Plus abilities are useful, but do not equip a finisher technique. If the technique takes too 
long to perform, a ball that is hit far away may hit the ground before you can approach it. 


MORMOREJUGGLES |  SOMUNNY | 
50 19 JUGGLES 30 MUNNY 
4.0R LESS JUGGLES 


Howto Play; MINI-GAME BREAKDOWN 


Read the help wanted sign in Market Street: | 1 MINUTE 30 SECONDS OR LESS | 

Hane sat 1 MINUTE 30 SECONDS OR LESS | 100 MUNNY | 
Jiminy Objective: 2 MINUTES OR LESS 50 MUNNY 

Complete within 30 seconds. MORE THAN 2 MINUTES } s0MUNNY | 








3 SEA % 
Putting up pasters is the mast time-consuming mini-game in 
Twilight Town, but it is also the most rewarding. Run around and 
look for yellow rectangles with & diamond in the center. Press 
the @ buttos when near one to “Post” a poster, or press the © 
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button rapidly te apply multiple posters, Look for short rautes os 

that run by several groupings of tree, One such location is the bright But thats nat oo much of a impedione since his 
round building next to the tram. suai vole io the yang is 1 wxs his considerobie weight 
ADVANCED TACTICS nied He's yot the annoying habit of ending netences is 
The taster and mare agit Sora is. the easier this mission becomes. Use the High Jump ability (obtained from Yoon faa ees 
increasing the Vator Form’ evel) and the Glide ability (lamed from Final Form). Rather than trying this mission This yo vcs ils wie sons 
repeatedly, map ou a route beforehand. _ as FINAL FANTASY Vs Haj olownd Set asa member 
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Joh Baard #1 





With Sora returned to life and Donald and Goofy at his side, the game starts for real. Twilight Town is the first place 
you explore meeting up with new friends and old alike. So get over to the Usual Spot and find out what's going on with 
Pence, Olette, and Hayner! 
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So Sora wakes up from suspended hibernation and reunites 
with his two best friends. Now it's time to get back to the 





Deleat all the Rebodies. Obtain the task at hand: finding Riku and the King. Fortunately, Roxas's 
MUNNY POUCH, CRYSTAL ORB, and friends have seen the King. He’s at the Train Station! 
SECRET ANSEM'S REPORT 2 


Hurry over and check it out, but watch out for a bunch of 
Nobodies. You must fight these monsters until the King 
arrives to help out. There are 10 Dusks and an infinite 
number of Creepers. How the battle ends depends upon the 
following criteria: 


Inside the Station, talk to Donald to 





2 Sora’s HP drops to 30% or below. 





g The battle lasts more than 
1.5 minutes. 


Once the King arrives, the battle 
ends and Sora gets his next set of 








Chamber. Deteat all of the Heartless ¢ hes 

inside instructions. It's time to visit another 
new part of Twilight Town: a mysterious 
Tower. 


Deleat ail of the Heartless inside the 
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Gato the Wardrobe and sneak to the 
ity Godmathers. Get the VALOR FORM 
atid the STAR SEEKER Keyblade 
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Return to the Sercerer’s Lott and speak 
with Master Yen Sid again 
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The Heartless Return 


Onte you get to the Tower, Sora encounters a bunch of Heartless. The first groups are comprised entirely of Shadows, 















rather simple foes. They don’t have much HP at this stage, so fighting them is fairly straightforward. As you proceed 
to the Sorcerer's Loft, some Heartless Soldiers enter the fray. These foes are slightly stronger than the Shadows, but 
shguldn't pose too much of a problem. If the Cyclone Reaction Command appears during the fight, take advantage of it! 





Time to Save the World 


Master Yen Cid is located in the Sorcerer's Loft at the 
tot) of the Tower. He briefs Sora on the situation with the 
Heartless, the Nobodies and Organization XIII, then sends 
T heroes into the Wardrobe for a change of costume. 





N 
the first Form change ability, Valor Form! This allows you to 
emporarily change into a boosted melee Form with the help 
of Goofy whenever the Drive Gauge is at least 3 bars full. 


t only does Sora get something that fits, but he also gains 


= 


This F orm has the ability to level up and gain new abilities, 
$Q|use it whenever possible. After gaining access to the 
Glimmi Ship, it is time to leave Twilight Town for the first 
naw world—Hollow Bastion! 








HOLLOW BASTION 
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To Restoration 
Site 
Follow Leen to the Bailey. 

/ From Twilight Town and Yen Sid's Tower, fly the Gummi Ship directly to Hollow Bastion. This is perhaps the easiest 
Gummi Ship flight, because there isn’t a mini-game in-between destinations. Hollow Bastion is differentin appearance 
from Sora’s last visit. 


INEVIBOINTS 


Before you explore Hollow Bastion in-depth, talk to the Moogle by the Item Shop. This unlocks the world of Item 
Synthesis, even if you cannot take advantage of it at the moment. One thing you can do is drop off any materials you 
may have already gathered. In return, the Moogle hands over an Elixir. 


Ueloat allo the Noboties while 
brotecting the gatas, 
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Ypon first entering the Borough section of town, a familiar face appears. Yuffie explains that the orbs of light that keep 
appearing are the town’s new defense system. It was created by none other than the Hollow Bastion Restoration 
Committee—Yuffie’s new cause. Before more information is revealed, a group of five Dusk enemies appears 


Fortunately, this battle is made easier by the presence of the town's defense system. These orbs of light appear next to 
the enemy and attack in conjunction with Sora, Donald, and Goofy. The great thing is that they patrol the Borough, so 
once this battle ends and you face the Heartless plaguing the town, the orbs of light remain a hearty ally. 


After the battle, Yuffie tells everyone to stop by Merlin's House and meet the gang. As a kind gesture, she gives the party 
the Marketplace Map. 
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After reuniting with old friends Cid, Aerith and Leon, Merlin hands over a Blizzard Element and explains how to use 
magic in combat. You can access this feature through the command window in the bottom-left corner of the screen 
(or use the L1 + button shortcut). To configure the buttons to which your party's magic spells are bound, open the Main 
Menu and choose the Customize option. Magic spells cost Magic Points, as indicated on the MP Gauge. If MP is fully 
consumed, you can use the MP Haste ability to increase MP restoration speed. 
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Once you leave Merlin's 
House, head to the Bailey and meet 
Leon. From the vantage point of the 







tower, you can see all of the destruction 
and the scope of the restoration needed. 
Before any plans are set into action, the 
Nobodies attack! In this battle, you must 
defeat wave after wave of Nobodies to 
prevent them from breaking down the 
gates and infiltrating the rest of the city. To 
accomplish this task, Leon joins the fracas 
as Donald and Goofy exit for the time being. 


Leon attacks the monsters in the rear, so 
Sora’s job is to protect the gates from the 
monsters that get close enough to attack. 
aeaeetts ! The first group of enemies (mainly Dusks) 
® A boisterous ninja gi. Yt ee s: is fairly easy to defeat with the help of the 
of energy Having returned to her home of Hollow = city’s defense system. Lock on to one Dusk 
Bastion, se works trlessly o keep the Heartless at a time and pummel it with the Keyblade. 
-at hay and restore the town to the radiant garden 
it once was. 
Vie fist appemed in FINAL FANTASY Vi as a 
secret characte, Oversized shurken in hand, she 
traveled the globe as a ‘materia hunter” although 
“perhaps “thief” would be a more apt term, —_ 
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How to Piay 
Talk te: Serooge in the Market Place. 


The second wave of foes consists of Creepers and 
Samurai. The Samurai can be tough but, in essence, they 
$erve mainly as a distraction. If you attempt to help Leon 
defeat them, the Creepers may slip by and besiege the 
gate. Instead, focus on the enemies that make it to the 
gate and let Leon handle the other foes. 


himiny Objectiue 
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BUTTON WHAT IT DOES 


To win this battle, you must defeat all of the foes. If, Finish with 200 or more: points, 
however, the Gates Gauge drops to zero, you will lose the 
fight. The Get Bonus for this battle is a Fire Element 

MINI-GAME BASICS 





Accumplishing 200 points 
in this Frowstyle run is @ 
breeze, Thurs is no time 
lint, ooly 3 povit counter, 
There are several ways ta 
secomplish this geal. but i 
is the most fun ta try several 
approaches. Start a. combo 
with a grind, thea teap off 
and do tricks until you hit 
the ground, Watth out for 
buildings. # you hump into 
one while building a combo, 
your points retum te zero. 
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Once you get the sign to leave Hollow Bastion from the Keyblade, the party automatically returns to the Gummi 





Ship. Two new destinations now dot the World Map: the Land of Dragons and Beast's Castle. For purposes of this 






strategy guide, head to the Land of Dragons (take the northern route) 
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fet the series ef missions frame Laptaip 
LiShang. Acauire the ENCAMPMENT 
AREA MAP. 


Complete Mission One: The Surprise 
Attack 


Complete Mission Two: The Ambush. 


Conglte ison Tre The Seach 
Receive AP BOOST as a coward: 


Travel ta the Vilage near the mountain 


Enter the cave outside the Village in 
pursuit of Shan-Yu. Acgoive the VILLAGE 
AREA MAP. 


Enter the vave and defeat the Heartiess, 


‘ead 19 she Bidge and eonfrant Shan Yu. 


ig) Held otf the swrarm of Rapid Thruster 


at Bol Towers, Ping’ tue idemtity is 
saveated and Milan joins the patty. 
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\enpertal Square. 


Defeal the Heartless in the lmperial 
Square. 
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Antechamber 





The initial Battle Level for this area is Level 10, making it the perfect place to visit after you finish up in Hollow Bastion. 
Take a quick run through the Asteroid Sweep mini-game with your Gummi Ship, then sail straight for the Land of 
Dragons. This world is the home of Mulan and her family guardian, the dragon Mushu. 
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While i in the Land of Dragons, Party Morale 
plays a large role in your party's success in 
Hattle. The Party Morale gauge appears in 
e top-left corner of the screen whenever 
oul engage in a scripted battle in this 
yorld. The game measures your party's 
orale based on the damage your party 
takes and the amount of time needed to 








omplete a task. Take too long or suffer too 
nuch damage and the Party Morale gauge will quickly empty. To refill it, pick up lots of the yellow and red Orbs that the 
panes drop when they are defeated. 
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Before Ping can become a member of the Imperial Army, 
he must prove himself by taking part in a few missions. 
The first two missions take place at the Checkpoint and 








involve defeating various Heartless enemies. During all of 
these battles, it is vitally important to keep the Party Morale 
gauge from emptying. 
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A powerful swordsman, brilliant general and ruthless enemy, 
Shan-Yu has his sights set on nothing less than ruling China 
and then the world! Although he leads an army of Heartless, it's 
possible that Shan-Yu could crumble the palace walls by himself, 
even without the power of darkness running through his body! 


Shan-Yu was the villain of Mulan, leading an army of vicious 
Huns. This time around, he’s still a monster in the form of a man, a 
brutal war machine whe won't rest until he rules over all of China. 
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The first mission takes place against Shadows and Nightwalkers. You must defeat 15 of them for the mission to be a 
success. Simply wade into the groups with your Keyblade flashing and let them have it! The next mission, The Ambush, 
adds the large Assault Riders to the mix of Shadows and Nightwalkers. These centaur-like Heartless creatures are 
tough foes that carry powerful lances. Use jump attacks to get in close, then smack them with Keyblade combos. When 
the foes get stunned after a couple of hits, you can unload more hits without fear of a counterattack. 





During the final mission, you get to defend the Encampment against Heartless invaders. There are 
eight foes but you must scour the camp to locate them. Make your way around carefully, taking 
out each Shadow or Nightwalker as you encounter them, After doing so, you receive an AP Boost 
as a reward. 


ORTRITED 
AP Boost 


Raises maximum AP by 1. 
Usable only from the Main Menu. 





IG FU! TUT UlG OUT 
The next scripted battle is a bit more challenging, especially when it comes to keeping your party's morale high. The goal 
is to make it to the Village atop the mountain before the Party Morale gauge empties. This is more difficult than it sounds, 
because you must break down walls of rock that are guarded by Assault Riders and other Heartless. In addition, the 
treasure chests along the way will undoubtedly lead you astray and off the path. 


One way to complete this event is to defeat the monsters so that you can use the Rockshatter Reaction Command to 
break down the rock walls without interruption. After doing so, move on to the next wall and repeat the process. When 
you reach the third area, start 
looking for shortcuts. Go to the right 
at the start of the area and use the 
steps to get over to the rock wall 

as soon as possible. Don’t worry 
about the treasure chests for now; 
you can return to the area once the 


ineceartion 





event is over and pick them up later. 
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Atithe Village, Mushu says that he saw Shan-Yu entering a nearby cave. Since 
defeating Shan-Yu would be a great treat, head over there and check it out. 


| 
Shlan-Yu traps everyone in the cave with a group of Shadows and some Assault 
Riders. The foes keep appearing in waves, so don't let up. A lone Assault Rider Chana ¥G ts 4h «Cae 


Butside the -wilage! 


ag¢companies the first wave of Shadows. Dispose of the Shadow foes first (or 
eave them to Ping), then deal with the Assault Rider. The second wave is more 
difficult. This time you must defeat two Assault Riders at the same time. The 
tricky part is that they stand next to each other, making them tough to separate. 
t's possible that while you're attacking one of them, you'll start taking damage 
fram the other one. Clear out the remaining Shadows first, then go after the 
Agsault Riders. Use Jump Attacks and let Ping keep the other one occupied 
while you defeat the first foe. When only one foe remains, double-team the 
ramaining Assault Rider for the win! The Get Bonuses for surviving this battle are 
the Slide Dash and a max HP increase for Sora and Hyper Healing for Ping. 
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Mushu helped Sora and the others on their first quest. It was a 
noble feat, but still not one that eamed his retum as a true Fa 
family guardian. Mushu is a lowly gong-singer for the Fa spirit 
ancestors thanks to his repeated past bungling. He hopes that 
helping Mulan through the invasion of China will earn his spot 
back—but will his rowdy and impulsive behavior simply land 
Malan in mare hot water? 


Mushu made his debut in Mulan, trying to restore his name among | 
the ancestors of the Fa family. Being a quardian means a lot to 
Mushu. and he's willing to go to any length to become Fa tamily 
guardian again. ; 








Pesuac 


re 


Battle on the Ridge 


A new Heartless type makes its appearance on the way to the top of the mountain—Rapid Thrusters. These speedy 
little creatures appear in swarms and have a couple of Reaction Commands that you'll want to use to make the 
battles easier. 


On the ridge, a swarm of Rapid Thrusters and Bolt Towers confront Sora. The goal during this battle is to survive for 
a minute against them; you don’t need to defeat all of them. Attack the closest foe first, but focus on the Bolt Towers 
over the Rapid Thrusters. Use Reaction Commands as they become available 


When fighting the Bolt Towers, lock on and attack their faces. If their tractor beam catches Sora, use the Reaction 
Command Bolt Reversal to disrupt the flow. If you are lucky, you'll reverse the energy stream and cause a nice 
explosion—hopefully taking out some of the other heartless in the vicinity. When the timer runs out, the battle ends. 





The Imperial City 


Expect to go on the offensive as soon as 
you enter the Imperial Square. First, you 
must fight to make the Captain believe 
your warnings. After that, you need to 
defeat the first group of Heartless invaders 
while the rest rush to defend the Emperor. 


The first battie takes place against a trio 
of Bolt Towers and some Nightwalkers. 
Start by eliminating the Nightwalkers, then 
focus on decimating the Bolt Towers. Try 
to use the Red Rocket Limit Command 

to attack from afar, or use Bolt Reversal 
against them and blow one up close to the 
others. Whichever method you choose, 
don't let the three towers attack as a 
group. After clearing the Imperial Square, 
head to the Palace for the final fight in this 
area... for the time being! 
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Aush in and start attacking immediately, especially with Valor Form. Shan-Yu's subordinates 
make an appearance sporadically and focus their attacks on the gate. When this occurs, 


defeat them first since the protection of the gate is the main objective here. Be sure to grab 
the Orbs the enemies drop, as they fill up the Gate's Gauge aud shore up its defenses. 
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Beast's Castle starts out at Battle Level 13. Stardust Sweep stands between your party and a reunion with the Beast, Belle and the enchanted furniture that lies 
within. Unfortunately, the Heartless’ corruption has spread here and all is not as it seems inside the Beast's Castle... 









The first thing you see upon 
entering the Castle is an open door. 
Enter the room and prepare for a 
battle. A vast number of Shadows 


appear, so dispose of them 
immediately. Try to gather them 





into groups and eliminate multiple 
enemies at once. You cannot defeat 
em all; instead, you need to 
defeat just enough of them to end 
the event and trigger the Beast's 
entrance. 
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The next stop is Belle’s Room in the East Wing of the Castle. This is where the party learns that the Beast has imprisoned 
the household staff in the dungeon. Your next task is to free them. Before you leave the room, open the large chest to 
acquire the Castle Map. 





ead to the West Wing and proceed to the end of the hallway where the Wardrobe guards the door to the 
basement. The Wardrobe is a deep sleeper, making it possible to actually move this living piece of furniture out of 
the way—if you are very careful. 


When prompted, use the Push Reaction Command by pressing the @ button in a quick but steady fashion. 
The Wardrobe moves in bursts, so watch for signs that you need to slow down and stop. You must avoid 
pressing the @ button when the Waken Reaction Command is active! When the Wardrobe is out of the 
Way, enter the Dungeon! 
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Now when you approach the Thresholder, do so from the side to ensure that the foe's 
outstretched hands do not make contact with the party. If Valor Form is available, now 
is the best time to use it and attack with combo after combo. If the Thresholder’s breath 
of hands knock you back, simply retum to continue the assault. If the party has difficulty 
sustaining their HP. keep a safe distance from the hoss and cast Blizzard repeatedly. Wait 
for your MP to recover, then cast it again if necessary. 


After the boss's HP drops, usa the Release @ Reaction Command to force out the 
Possessor. Lock on to the floating spirit and attack it. It has no attack of its own, but 
after a short time it retums to the Thresholder. This time, the Thresholder attacks using 
projectiles. Stay as close to the door as possible and constantly attack. When a ball of 
Dark Energy forms, wait a moment for it to dissipate before continuing the assault. Once 
the Thresholder's HP is exhausted, the spirit emerges once more. Now it’s time to finish 
it off. 
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The Get Bonuses for completing this battle are the UPPER SLASH and DONALD FIRE 
attacks for Sora and Donald, while Goofy receives an HP boost. 
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After the boss fight, enter the dungeon 





































and rescue Lumiere, Cogsworth, 

Mrs. Potts and Chip. They explain the 
situation and recommend that you 
take the secret shortcut to the Beast’s 
chambers. Save your game, grab the 
Basement Map, and follow Lumiere 
up the boxes to the balcony. Once 





Cogsworth gets the statues blocking 
the door to move, enter the Secret 


Passage. 

The next task is to uncover the secret pte eS Aas 

device that is locking the door leading 4%, fittack 

to the Beast's Room. The lanterns es Magic: 

jn the hallway burn with a shadowy, eeatemns ‘ one ntOay. 


enchanted flame. To shed enough 





light in the hallway, you need to douse 
the flame with the Sprinkle Reaction 
Command and gather Lumiere and Mrs. 
Potts to relight the lantern. Cogsworth 
activates the lever to lower the lanterns 
80 that they are within reach. However, 
you must quickly reach the lanterns, 

as Cogsworth will eventually lose his 
grip. If you see that his grip gauge is 
dangerously low, run back and use the 
Keyblade on him, too. Ideally, the goal 
is to get all of the lamps relit before his 
grip gauge runs out! Once you do that, 





the key to opening the door is revealed. 
Follow the path to reach the West Wing 
to meet with the Beast. 
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This is a fun little battle. The objective of this fight is to wake up the Beast from the spell 
he is under. Cogsworth is an important ally in this battle, as he possesses the Wake Up 
Reaction Command. It is RRL MEH a 
‘ ; ; , 

Defeatin is a matter of cycling Reaction Commands with combos. se the 
Cotes Cont hpi So ssn sp na 
sa Hes with the dark energy within. Do not allow the Beast to trap the party in a comer. aS __ ie 
fn ion Command misses, retreat for a few moments before trying again. Repeat this merorth gather energy wes — 
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After returning the Beast 
to normal, it’s time to head 
back to the East Wing to 
talk to Belle. Unfortunately, 
the Wardrobe Says that she 
ran off to the Ballroom after 
Xaldin. That can't be good! 
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Study the boss's movements to leam which attack it is about to use. If the spirit is moving 
up when you lose the lock on, avoid the center of the room. This means that the chandelier 
is about to drop. Give it some time to finish its rotating laser attack before rushing in. If the 
spirit disappears into the ground, watch for a light to appear below Sora and jump away 
before the ground swallows him up. If the spirit disappears into a pillar, avoid all the pillars 
as they scrape across the floor, then race in for the kill. After depleting either the pillar or 
chandelier’s HP use the Release Reaction command to force out the spirit 
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Dark Thom is even tougher once he assumes his rightful form. Lock on when he’s invisible 
to take away his advantage. If Goofy isn’t in your party, now is the time to transfer him 
in and use Valor Farm. Watch for opportunities to use Reaction Commands, too. If Sora is 
thrown through the room and is about to pass a pillar, press the @ button for a Slingshot 
Reaction Command that wraps him around to counter the throw. When fighting in the center 


‘ea 
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The Get Bonuses for successfully winning this hattle are a MAX HP boost and the 
RETALIATING SLASH ability for Sora, a new ITEM SLOT for Goofy, and MAX HP boost 
for Donald and the Beast. After Belle and the Beast are reunited, you receive the CURE 
ELEMENT. Afterward, you are transported back to Hollow Bastion. Wonder what's up? 
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Climb the ramp in the Valley of the Dead 
to Hades’ Chamber. 


5 
by 


Enter the chamber, The Lock, and 

approach the rock halding Megara. Use Comet 

the Keyblade to open i ‘Adamant Shield 
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Help Auron escape from Hades" clutches. 
Auran joins the party 





7% 


With Hades in pursuit, race ta the exit of Walk into the column of light. 


the Valey of the Dead 





im Deleat Hades’ minion, Cerberus. Protect Megara and deteat Pete. 


Return to the Coliseum after a run-in 
with Hades, 


Exit the Underworld into the Coliseum 
and (alk to Hercules. Acquite the 
COLISEUM MAP. 
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Defeat the Hydra, Get the HERO'S CREST 





Buy 


You cannot continue further in the Hundred Acre Wood, so it is time once again to leave Hollow Bastion and explore 
$ome new worlds. Olympus Coliseum is now open on the World Map, so head there next. Take part in the Phantom 
Storm mini-game and venture into this Battle Level 16 world. Here you get to help out Megara with a little problem she 
ikes to call Hercules. 
















tis a good thing that the heroes appear in the entrance to 





the Underworld, or else they would have missed the chance 

to do a good deed for Hercules’ girlfriend, Megara. When the 

party arrives, they find Megara prepared to march down to the 
nderworld to give Hades a piece of her mind. Offer to go in her 
lace and she'll gladly accept the help. After all, the Underworld 
§ no place for a lone woman! 





the first things you should notice 
peti fighting Heartless in the Underworld 
is that the Drive Bar is literally locked! 
Until you get the OLYMPUS STONE, i ss 
cannot use Sora’s Valor Form of Summons. insted 


conse using a Limit ability. 


Head into the Cave of the Dead and fight the enemies inside meGARA 


the tunnels. Rabid Dogs, Shadows, and Lance Soldiers attempt 
ie _ Aone-time pawn for Hades, “Meg” ‘bas since softened after 
pi vi e“Woner-Boy” Hercules. Althnugh she's stil 
aoe en ek aes Hy 
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to thwart the heroes’ progress, but the experience is good and 

the treasures are even better! Also, watch out for falling rocks! 
When you reach the Inner Chamber, something strange occurs: 
a member of Organization XIII informs you to run away. 


by Hades to enctan and then betray Hercules, eating to is 
-downfl.. Or su Hades planned, Hades thought that because she 
ad been betrayed bythe man she had given br sult save, she'd 
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alley of the Dead and proceed up the ramp to the entrance of Hades’ domain. Pay attention to the layout of 

s it plays a role again shortly. As you enter Hades’ Chamber, he summons Auron and attempts to offer hima 
Auron refuses, step in and distract Hades for a while. This is a battle you cannot win, so slash at Hades until 
8 continues. Follow Auron when he tells you to run away. 
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ing down the ramp in the 
all the while with Hades in 


rs ere s how this battle works: The ramp is , , 4 
divided into three separate areas of engagement. ’ % ¥ , ve 
You must defeat all of the Heartless in the current 
area before the shields are released. When this 4 i Nha ; Vy 
occurs, head to the next area. 4 ae 


Itome 





on’s limit attack at the start of the battle to clear out the Hook Bats and Shadows. The spiral-type attacks are 
ng the first group of monsters quickly before Hades can start lobbing fireballs. Remember that throughout 
es stands on the sidelines of the battlefield and tries to hit the heroes with fireballs. 


ce x After clearing the first landing, the shield wall disappears so that you can run down to the next landing for the next group 
? of foes. This time, Lance Soldiers join the Shadows. Try to use the Lance Tug reaction command to gain the upper hand 
against these monsters. 


The landing before the exit is perhaps the most difficult to clear, as the monsters come in waves. Make sure you heal the entire 
party before entering the last area. Then, if Sora and Auron’s limit attack is available, use it to eliminate the first wave of Hook Bats and Lance Soldiers. The final 
wave is identical to the first with the addition of a Large Body. Keep your eye on your Health Gauge and heal as needed when you start taking too much damage. 
After defeating the final group of Heartless, you can escape from the Valley of the Dead and Hades for a while. Don't get too comfortable, though! 
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This is another battle that you must fight 
without the aid of Donald and Gooly. 
Fortunately, Auron provides some much- 
needed firepower. Rather than walking 
around, Cerberus maintains his position 
until jumping to a new location. This makes 






















it easy to escape and quickly heal. 
Cerherus has a number of attacks. When he $0 i 
leaps around, jump to avoid the resulting attack ve Prk pcoven wisely. Lock onto Cerberus’s middle 
shockwave. The spin attack is fast and hard to avoid, but Sora can leap aver it. If you stay The Get Bonuses for this =o Opportunities to use the fs : head and leap up to 
hearts will shoot dark fireballs. One good strategy to for Sora. are an HP BOOST for Auron and the poe 5 Hore 
LASH ability 


idle in the distance, Certerus’s various 
employ is to lock on to one of the side heats and repeatedly use 
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After finishing with the Underworld, 


it's time to pay Hercules a visit in the 

Coliseum. While Hercules goes to get the 

Olympus Stone that is required to take 
on Hades, he sends you to Phil for some 
training. Both Training games involve 
collecting a set number of orbs within a 
certain time frame. 





Know what you need? 
Training! 



















First, complete the Practice course by breaking the urns and collecting a total of 20 orbs within 1:30. The next training 
mission, Maniac, is a bit tougher but will come in handy during the next boss fight. This time you must collect 100 orbs in 
1:30. The rule of thumb is that the larger the urn, the more orbs it contains. Hint: Go for the big urn when it appears on the 
battlefield. Successfully completing this mission nets you the Aerial Spiral ability as a Get Bonus, Later on in the game, 
you can play through these Training missions as mini-games. 
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Back to the Underworld! 
Hercules‘s news about the theft of the Olympus Stone (not to mention Megara’s abduction!) means that you must make 


a return trip to the Underworld. Return to the Underworld Entrance and speak to Phil. Now you can enter the Caverns 
section of the Underworld to search for the guy who stole the Olympus Stone. 
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With Demyx down and the Olympus Stone in hand, it's time for a showdown with Hades. Release Megara 
from the rock in which she's trapped by using the Keyblade, then step into the column of green light. This 
takes you to Hades’s inner sanctum in a battle to protect Megara from Pete. 
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This time around, you can counter Pete's 
shield by knocking him into Hercules with 
the Pinball Reaction Command. This attack 
destroys Pete's shield, but it doesn't harm him, 
Fallow it with a quick combo. Lock onto Pete 
and ignore the Heartless. You must defeat him 
within two minutes. Pete's dancing indicates 
that he’s about to create a shockwave, so 
jump to the side to avoid it Any time Pete 
summons a boulder that hangs overhead, race 
toward Hercules and create an Aura Guard. 













Megere. Knock down For winning this battle, Sora receives the TRINITY LIMIT ability, Goofy leams HYPER 
Poe's wat sre inset HEALING and Donald gets an HP BOOST. 
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| As this battle begins, lock onto the head above and wait forthe Hydra to lower i. Beware 
| of the monster's tail, as it sporadically whips it back and forth across the floor. The attack 
is quick, but Sora can avoid it with a well-timed jump. The Hydra also likes to attack with 
summoned lightning bolts. Stay in constant motion to avoid this attack. Continue to attack the 
head whenever it gets low enough to reach. When the Hydra is momentarily stunned, run up to 
| the Hytira's neck and use the Vanquish Reaction Command to cut off its first head. 









As the body goes limp, three new heads appear from the ground. The goal is to destroy al 
three before any of them can grow back. Listen to Phil as he shouts from the rubble and 
climb onto the Hydra’s back. Use the Phil One-Two and Uminator Reaction Commands with 


Phil to knock the heads unconscious. Retum to the heads and vanquish all three with a 
combination of normal combo attacks and Reaction Commands. 





There is a time limit to defeat the three heads. If you aren't successful in one round, you'll 

















need to repeat the Phil One-Two maneuver again with possibly an additional head. It's for : 
possible to defeat the three heads without taking advantage ofthe Phil One-Two Reaction bate are HP BOOSTS for et i bss % 

Command, if you so desire. ARMOR SLOT for Donald and ta and Goofy, an pete 

| But the batl's not over yet Once you defeat the three heads, the Hydra suddenly tums int "HSK ad an ve 52 it ens 





the seven-headed monster of legend! This is a whole new battle! 
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PHILS TRAINING 


) How to Play: Jiminy Objective: 
Speak to Phil at the Coliseum Gates after defeating the Hydra. 1. Try Practice Mode; 2. Try Maniac Mode; 3. Complete with a 
score of 1000 or more. 


Acquiring 1000 points may seem like a daunting task. Practice Mode lets you get the feel forthe various use, but can be difficult 
pots and their spawning. Watch for batches of ums to spawn every so often. When an um is smashed, to obtain. (You must 

orbs are thrown about. Watch for the larger ums to appear, as these drop the most valuable orbs. first defeat Sephiroth.) 
Knocking the large ums into groups of smaller ones further increases the value of the dropped orts. Fenrir decreases your 


Maniac Mode is atime trial in which you have 1:30 to collect as many orbs as possible. The key is parc 
tn have the right weapon and abilities equipped. The Draw ability i essential: equip the Draw Ring °™e om" N3S Svea 
to further increase its effect The very last swing of a combo is the one that shatters the ums. To bes 
compensate for wasted hits, equip the Negative Combo ability. The Fenrir Keyblade is also af great 
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How to Play: Jiminy Objective: 
Speak to Panic in the Underworld Entrance after completing Win with a score of 2,000 or more. 
Disney Castle. 


The Pain and Panic Cup is perhaps the easiest of all the cups. Sora, Donald, and Goofy are in the Round 8 is a special round during which you have 60 seconds to fight off a swarm of Rapid Thrusters 
tournament but the Drive Gauge isn’t available. To compensate for this disadvantage, Limits consume _all alone. Defeat as many Rapid Thrusters as possible, using the Magnet spell to bring them together. 
less MP than usual, Defeat all the enemy sets as they appear over the course of 10 rounds. In round 10, you encounter Leon and Yuffie, 
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Hous to Play: Jiminy Objective: 
Speak to Panic in the Underworld Entrance Win with a score of 1000 or more 


Fach cup becomes more difficult as you move down the ladder. Likewise, each battle becomes more Fight diligently. using your Magic and Forms to quickly finish each round. The Drive Gauge fills faster 
difficult. There are 10 rounds once again, but this time Sora must fight alone and finish within a set than usual, and Sora can now use Drives. The last three rounds are fought in the dark, while round 10 
time limit. The clock does not reset, but 15 seconds are eared at the end of each round. takes place against Cerberus. 


CERBERUS 





















: : ae 
ii spins, but does not walk. Approach from the side and attack with your Forms as atten as possible. Wisdom 


i it limits Sora to a weaker ranged attack. . 

eee The most difficult aspect of this battle is the time limit specter 

i iti difficult to lock onto any creature's heads. 

spins so often that itis somewhat t a nk Ti 
ic until your MP is about to run dry, then 

etme std ability that is an option even when = solo.) Follow 

this up with Valor Form to increase your speed and refill your Mr. 


Cerberus jumps around an 
should be at the bottom 0 





(Prizes: 3 
Rising Dragon, Protect Belt : 


THEWUnDERDROME: 
WOUG LD Gute stip (i OTR) 


How to Play: Jiminy Objective: 
Speak to Panic in the Underworld Entrance Win with a score of 5000 or more. 
This tournament introduces the Damage-Point Gauge, Sora must fight alone and has only 500 Points. Use Sora’s magic to attack from a distance and utilize Reaction Commands to counter enemy 
points of damage. This is another 10-round toumament that ends against Hercules. Summoning is attacks. Once Sora’s HP or Damage-Points reach zero, the tournament ends. 


permitted, but drive forms are not. Use Potions wisely, but remember that nothing restores Damage- 


HERCULES 














i i jumpi Hercules is slow, 
les Zn cho ou what ng hrs al hug hate y nv pail 
pot ou ail net weight of the Damage Gaus xmas ia tat rodictabl 
toe omg, in with a quik eambo There ar no ie estas, te abso strategy ee 
: sewer tacks consist of pnches, charges. ond sockwave. a aid eH lupintay og 
He amp oven ss che comes wo ed ata wih ee i You you have acquired 
sity om Final Form, ui it make geting away breeze 
Hele’ canfene can so ewes yur advan Watch 
tn flex and get caught up in looking at his own muscles. : —— 
tw catch him with another combo. Eventhough you dont Wet 
and Donald in your party, the Tinity Limit attack can stil 
devastate his HP. during which time you become invulnerable. 
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How to Play: 
Speak to Panic in the Underworld Entrance 


aatienas Dtsleect laser: 
Win with a score of 3000 or more. 


The Goddess of Fate Cup brings togethor all the rules you have encountered thus fax Each ofthe 10 t.use a Dives just hetore entering Round 8. you make it tothe Rapid Thustr battle while ina 
rounds has its awn rules, Round 8 is a timed encounter with Rapid Thrusters, similar to the Pain and © Form, you will automatically revert and have your Drive Gauge refilled. 
Panic Cup. Pay attention tothe rles while making use of Magic, Limits, and Drives, A good time 


DARK 


NORMAL 





ick attacks, then 

entered are powerful, but not to dificult to overcame, The tick i 0 u86 _ 

pega ism oman Hs se rim asa. beat” Tha met Bal a a ap 
gt Dn hk mat, otitis eft tem bck tin wih ees se is reventing 


allow for Donald and Goofy to distract them 
You can either fight them directly, or 

ree a a a 
; it to draw 

wake 

i ccacges eran Frames. This is a great way — 
with all of them at once. Don't focus too intently on the apd 
Frames. Shortly after defeating them, Hades is able to summon 
back with full health. 






















ja Crest Keyblade, 
Orichalcum+ 





Hous to Play: oka v2 


yr a sa ‘Gbjectiue 
Speak to Hades in Hades’ Chamber 


Win with a score of 2500. 

The Drive Gauge itt available but Limits consume less MP than usual. The Paradox Cups area lot _D't underestimate these foes. Many of them may lok the same, but they possess more HP and 
like their precursors, only much more difficult. Donald and Goofy fight along with Sora, thus enabling strength this time around. 

various Limits. Use magic appropriately and remember to keep an eye on your HP. 
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much 
from Leon while attacking her, as inflicting too 
seven tim wil ease him become mor So par POP 
Leon after defeating Yutfie, hut beware of is swor and rel 
causing significant damage to Leon, he brings out powered-up 
sword. 














HH PARADORIBAITUES: 
uv BCERBERUS CIOURNAMENTIUL:720) 


How to Play: Jiminy Objective: 


Speak to Hades in Hades’ Chamber Win with a score of 1300 or more. 


This is another solo cup for Sora. The Drive Gauge fills faster than usual and you can use the various A good option to use when trying to fight them is Magnega (the powered-up Magnet spell). Don't 
forms alone. You have 5:00 to complete the cup, plus an additional 15 seconds are added at the end rely on it tov heavily, however, as it consumes a large amount of MP and is ineffective against Trick 
of each round. Several of this tournament's rounds consist of countless small Heartless. Ghosts. 








PARADOH CERBERUS 


Ses ; = 
because of the time limit, but because ittakes p 
Lyrae ae ve with spells like Magnega and follow that 











‘toi ily. This fight can b 

is three-headed creature won t give Up easily. This fig I 

a awe Trinity Limit and Magic appropriately Begin hy oped Ce 
with a Trinity Limit, Rely on Potions to refill Sora’s HP andl Drives to re ; 


Watch for an opportunity to perform a Reaction Command between the heast’s heads. This chain attack 


leaves Cerberus UNCONSCIOUS for a short while. This sa gootl time to use Valor Form and go berserk 
on the creature 8 head. Use the Lock On target to deter mine his location. Remember to quickly move 


ater he jumps to avoid the ensuing shoclwave blast. 
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TO FG Gn EGULeS: 
Y. SHIT AN Gr OURNAMENT UL So) 


Hous to Play: 
Speak to Hades in Hades’ Chamber 


Jiminy Objective: 
Win with a score of 10,000 or more. 


This is anather solo cup. Sora cannot use Drives, but he can use Summons. You start with 500 Thundaga or Trinity Limit to finish them off. Also, remember to equip the Final Form’s Glide ability to 
Damage-Points and the fight ends when the points reach zero. One approach to use is to attack get away quickly. Use it to circle the arena while waiting for Sora’s MP to recover. Using Genie to 
with ranged shats as often as possible. Use Magnega to pull enemies together and follow it up with assist in these battles makes winning a whole lot easier. 





HERCULES 














* - . . * He 5 ‘ 
f keep him in view. This time around, Hercule: 
i in acti ‘ than ever! Watch for falling rocks and lock on to 
Hercules is hack in action and he's stronger 


mixes up his attacks by beginning with a charge and aia with a ee = ae 

Jeary pss has aan ee abe reo te to Sora’s 
i to make his move. Jump away to avotd his a 

enpesnie Gauge. When Hercules begins to glow, stop attacking and make @ speedy retreat. 

During this brief amount of time, he is completely invincible. 
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persist 

Speak to Had 

pear ai @s in Hades’ Chamber after clearing all other Win with a score of 15,000 or more. 

Dear al of thor oamanent tuck the Hes Padex Cp Th wie 

any other 

nana psi cea tat om ll Th a5 aes ls darn eet Tan 8298 fo Ue ny int tack ten iro MP 
tac stasis wn ns ad bx. When et stun where ine stn ee Yale acc to mater that is esenil a cmpletng the Jniy Obes 
ROUND 10: TIFA & YUFFIE BO 3 Ss 






Tifa and Yuffie are a deadly duo. By defeating them, you will reach the first check marker and eam the chance to start back up at Round 11. 
There are no toumament rules during this battle, so fight them as you would any normal enemy. 


in the focusing your attacks on Yuffie. She has less HP 
ugha ctabaen move is tricky to counter. Yutfie's most 
powerful attack is her shuriken strike that swings in a circle around 
her. Watch for her to levitate in the air with a shuriken averhead to 
determine when the move is coming. Tifa’s Final Heaven attack is 
also devastating. She shouts “Final Heaven” prior to using it 














ROUND 20: PETE 





hit i this battle. Lock on and use Trinity Limit attack. After finishing, use Final Form’s 
Ge cy wm Say fa oy min pl wha ci wen 
bowling ball-fike bombs. When your MP refils, Glide up and unleash another Trinity Limit. Continue 
this tactic of using Trinity Limit to dispose of Pete in no time. 







ROUND 2S: CLOUD & TIFA 





Cloud and Tifa are a powerful duo. They each have lots of HP and are extremely powerful. During this 
fight, the Drive Gauge is locked but the amount of MP needed for Limits is reduced. 


Tifa and Cloud both close-quarters combat. Take advantage of this by using Whirli-Goot 
ecu: Wacrradins tc cheatin ti eae a ce oatie esc 
MP Rage and MP Haste. the battle shouldn't be too difficult. Before your MP runs out, though, move 
in for a few solid combos. Thanks to the MP Rage ability, the damage you take increases your MP 
restoration. Listen intently for Tifa to say “Final Heaven,” her mast powerful attack. 
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ROUND 30: HADES (NORMAL) 


With the aid of Limits, this battle isn’t too tricky. Use the Knocksmash Limit repeatedly to inflict 

By massive damage. Hades’ attacks haven't changed, so don't expect any new tricks from him. If you run 

out of MP use the Glide ability to circle the arena. Hades prefers attacking up close and often teleports 
to your location. By staying on the move, you can stall for time until your MP replenishes. 





Leon and Cloud like to fight in close quarters. Their swords have decent range, but they have little defense 
against ranged attacks. Time is an issue in this battle and you must fight alone, so take to the offensive 
quickly and often. Lock onte either foe and focus the majority of your attacks on him. Use Final Form to 
deal massive amounts of damage from a distance. Try to rely on Potions for healing, and spend your 
MP on the Trinity Limit. 

Both fighters like to force Sora into comers. Transform into Final Form or use your Trinity Limit to 
knock them back. After one of them goes down, lock onto the remaining foe and pumme! him while 

in Final Form to decrease the chances of your combo being interrupted. 





ROUND SO: HADES (PARADOH) 

















Hades is back but this time you have Hercules to help out! Aside 
from Hades’ increased HP this battle is a lot like the previous 
encounters with him. Rely on your Trinity Limit to deal the most 
damage. 

Watch for him to put out his arms and draw a ring of fire around 
himself. This indicates that he is about to create a wall of 
fire, making him invulnerable. Counter this attack by hitting 
Hercules’ Aura Orbs at Hades. This retums the blue flames on 
his head, signifying the end of his invulnerability. 


en 
Hades Cup Trophy 
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ik to Chip and Da 
Hanger upon your arrwal. 


Go through the Courtyard to the 
Colonnade and head to the Library 





Talk to Queen Minnie and acquire the 
DISNEY CASTLE MAP. 





Enter the Halt of the Comerstone with 
Queen Minnie. 


Use the Save Paint ts exit the 





Telf Mertin about the infestation inside 
Disney Castle. 


Return to Disney Castle with Martin. Use 
the door that Merlin creates to enter the 
Timeless River world. 


















After you leave Olympus Coliseum, head to Disney Castle (a Battle Level 18 world) to the north of Hollow Bastion. Disney 
Castle is, of course, home to King Mickey and Queen Minnie—not to mention Donald's long-time girlfriend, Daisy! 
Unfortunately, with the King gone and Donald off fighting with Sora, there is no one to combat the growing Heartless 
problem at home. Get in there and help protect Queen Minnie! 





Se SKENPOINTS 


- al ‘ 
Storming the Castle 
The Courtyard in Disney Castle is full 
of treasure chests—and Heartless!|— 
making it a great place to level up and 
acquire some loot. Treasure chests 
appear on and around the topiary along 
the edges of the courtyard. It should 
come as no surprise then, to find the 
largest concentration of Heartless hiding 
out there as well. Eliminate each group 
of Soldiers, Shadows and Minute Bombs, 


then grab the treasure from its chest. ‘a 
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” “ae Loon Evervu 





ge r area, grab the est ontop ofthe 
“building leading tothe Gummi Hanger. is out of 
sight and very easy to miss! 
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Escorting Minnie, Part One 


Queen Minnie needs to get to the Audience Chamber, but she’s no match for the Heartless. Fortunately, Sora and Minnie 
have a cooperative Reaction Command attack called Faith that makes this process much simpler, although a bit slow. 


There are about 4-5 spawn points along the balcony from the Library to the Audience Chamber. Trigger each one 
with Sora alone, then lead the monsters back to where Queen Minnie awaits. When the Heartless draw into 
range, blast them with Faith. This attack causes area of effect damage with a knockback effect. After 
Glearing an area, move Sora ahead and beckon Queen Minnie with the Call Over Reaction Command. 










‘ontinue in this manner until you reach the door. 


onsters the normal way. However, you must keep an eye on Queen Minnie, though, as a few of the 
Heartless may cause damage to her. Queen Minnie has a nice magic orb attack, so she’s not totally 
defenseless. The last monsters are more powerful (Shadow, Minute Bombs and a Bolt Tower), but once 
you defeat them, use the Finish Reaction Command to end the event and open the door. 


Thee method is too slow, you can wade into each spawn point with Sora alone and slaughter the 








O 


minnie mouse 
The Queen, Minnie has been running the world since King 
Mickey went on his joumey. Although she's confident in herself 
and a fair ruler, she still worries every day about the King. 
She has apparently taken a few lessons from Yen Sid, as she's 
pretty handy with a magic spell when trouble shows up on 
her doorstep! 


ie 1938's “Mickey's Surprise Party” Minne has made 















regular appearances in Disney cartoons, 





































Escorting Minnie, Part Iwo 


Inside the Audience Chamber, there is nothing but Bolt Towers as far as the eye can see. The goal here is to safely 
escort Queen Minnie to the throne on the other side of the room. Again, relying on the Faith Reaction Command is the 
safest way to go, although again, it's not the fastest method. 


The Bolt Towers float over to Sora and Minnie as though they are being drawn by a magnet. This means that you can 
clear the room of the monsters without leaving the starting point. Simply wait until the mob draws within range and blast 
them with Faith. Blast them again when they return. The alternative is to wade into the crowd and fight each Bolt Tower 
individually. If you take this approach, you may find that the enemies get too close too fast and cause damage to Queen 
Minnie. Using Faith is a surefire way to defeat the room of Bolt Towers without risking Queen Minnie’s life. 
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Normal brooms enchanted by King Mickey's magic, they 
work tirelessly to keep Disney Castle sparkling clean. 


The magic brooms first appeared as creations of 
apprentice Mickey to do his chores in Fantasia, although 
Mickey lacked the skill necessary to actually control them, 
landing him in a heap of trouble. Presumably he’s had 
more practice, since Disney Castle isn’t being flooded by 
water-carrying broomsticks! 






Chip & Dale keep the Gummi Garage of Disney Castle in tip-top condition. If you need work on the Gummi Ship, they're the 
rodents to go to! Feisty and energetic, the more level-headed Chip keeps the more relaxed Dale in line... most of the time. 
These feisty chipmunks first appeared in 1943's “Private Pluto", and have frequently caused headaches for Donald! Duck, 


Pluto, and a few other Disney characters. Their energies were channeled into helping people (and animals) when they lead a 
team of friends in the TV series CHIP ‘N’ DALE'S RESCUE RANGERS! 








King Mickey's faithful dog, Pluta is on his own quest to find his 
master! His keen nose leads him on a bizarre path, one that only 

occasionally crosses those of Sora and friends. However, he always 
seems to show up at just the right time! 






Pluto first joined Mickey in 1990s "The Chain Gang,” and has been 
a source of doggie havoc since. Of course, sometimes that havoc is 
encouraged hy the likes of mischievous chipmunks Chip and Dale! 
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me 


After leading Queen Minnie to the 
use the Finish Reaction ; 
ommand to end the event. The Get DENAhGe 


Bonus reward is an extra Accessory Slot 
r the Auto Summon ability. 









Merlin and the Magic Door 


n the Hall of the Cornerstone, Minnie reveals the source of the Castle’s corruption and suggests that Sora 
return to Hollow Bastion to see if Merlin can help out. Use the Save Point to exit to the World Map and fly to 
Hollow Bastion (which is now Battle Level 15!). Merlin takes you back to the Hall of the Cornerstone where he 


ponjures up a magic door to the past. 
_. you are ready, the goal is to enter the magical door and travel to Timeless River. 
t's time to defeat the evil back when it started to occur, thus preventing it from 


attacking the Castle in the present time. 


DUCH 

Queen Minnie’s royal retainer, Daisy helps keep Disney 
Castle in order in the absence of the King. Normally, 
though, it's her job to keep Donald in order! He might be 
the Court Magician, hut all the magic in the worlds won't 
save him from a miffed Daisy! 








Daisy got her start in “Don Donald” back in 1937 and has 
stuck by Donald's side over all these years. Of course, that | 
doesn’t mean she always tolerates his behavior! 
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t's time to revisit the past to the dawn of Disncy cartoons set along the Timeless River—before Disney Castle was 
onstructed on Cornerstone Hill. Here you'll meet a possibly kinder, gentler Pete as well as the nasty one we've all come 
to know. The first task here, however, is to get the lay of the land and check out the guy who looks a lot like Pete. 


One thing that is obviously apparent about this place (besides 
the sudden change in appearance of the main characters!) is 
that Pete doesn't quite seem like himself. That's because the 
Timeless River world exists in the past, well before Disney 
Castle was constructed on Cornerstone Hill. Don’t worry, 

as you'll soon run into your old foe! 





The battle against this version of Pete is quite simple. Attack 
until he runs around in a panic, then use the About-Face 
Reaction Command to get him back under control. After doing 
so, he says something about some scoundrel who stole his 
steamboat. Hmmmm, maybe you should check him out. 





The Mysterious Doors ‘ 


\After the battle with Pete, the heroes return to Cornerstone Hill to find four doors floating in mid-air. Each one 
eee a mini-game of sorts. The main goal of each is to clear the room of Heartless enemies before they # 
ause enough damage to fill the Mayhem Gauge. In each room, King Mickey makes an appearance. Watch : 

him closely to see if he provides any tips to help clear each room. 





iThe first door on the left leads to the Building Site. This area contains groups of Hammer Frame foes and Minute 
Bombs that are intent on destroying the scaffolding. The more damage the scaffolding takes, the more the Mayhem 
Gauge fills up. Periodically, the scaffolding starts to bounce up and down, sending you and the Heartless flying into the 
air. When this occurs, lock on to the foes and use Aerial combos to dispose of them. The Air Slash Reaction Command 


also comes in handy. 
















he second door leads to Lilliput, where the heroes must protect the miniaturized town from 

p ssault by Aeroplanes and Hammer Frames. The more buildings they destroy, the more the 
ayhem Gauge fills up. You can take them out somewhat easily by using the Reaction Command 
associated with the tower in the middle of the village. This sends out a shockwave that spreads 
across the entire battlefield, hitting enemies on the ground and in the air. 





So call 


HING 


miCcCHEY? 

Before he was King of Disney Castle, Mickey was an 
adventurous little fellow who worked on Pete's steamboat. 
He had a penchant for trouble, but had a tendency to get 
through most anything thrown his way! 
The question remains: Is the Mickey Mouse in Timeless River 
the one who lives in this past time like steamboat captain 
Pete? Or, is it the modem Mickey, his form changed like Sora, 
Donald and Gooty? We may never know! 
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The third door leads to the Scene of the Fire. The goal here is to prevent the Hot Rods and Shadows from 
making the fire worse than it already is. The Hot Rods are especially troublesome, as their quick 
speed makes it difficult to lock onto them. One way to defeat them is to switch into Valor Form to 
inflict damage. The swift attack style of the Valor Form is sure to keep them too busy to race 
away. 



















The fourth room is called Mickey's House. The task here is to defeat the Shadows and Rapid 
Thrusters while protecting King Mickey's furniture! This is a race against the clock. As the 
battle rages on, more furniture gets sucked into the vacuum in the center of the house, causing 
the Mayhem Gauge to fill. Use Reaction Commands to increase your attack speed and work with 
Donald and Goofy to ensure that the party is spread out against the Heartless. 


Now it’s time to check up on Pete again. To help you on this search, the party receives the 
Window of Time Map. After clearing one or all of these rooms, you can return to those rooms 
and fight the enemies again to level up your main characters or Sora’s forms. You can also 
switch between rooms using the doors provided inside. 
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Pete and the Steamboat 


The bad Pete wants to make off with the Cornerstone in his stolen steamboat and Sora 
and his pals must stop him! This battle can be really tricky if you don’t quickly input Reaction 
Commands. 


The battle consists of two stages. The first part involves hitting the garbage Pete throws , E | 5 
from the steamboat. Each time you hit something back, Pete takes a knock on the noggin ¥. & 

and the boat slows down, It takes several hits to cause the boat to spiral out of 

control and end up back at the dock, ° 


MnrornAartion 
Onrrning: 
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COMMANDS - 
Attack fs 





Now it's time to race down to where the boat lands. Look for the crane on the 
eamboat to swing out over the shore. Run up to it and press the Hang On 
Ce Command to grab the hook and swing over within range of the box 
le the Cornerstone. Start slashing the box with your Keyblade, keeping 
n eye on the Command menu for the next Hold On Reaction Command. When 
it appears, start pressing the @ button while the crane swings back over land 
find returns to its normal position over the boat. If you manage to hold on, you 
fan continue to hit the box. This happens about three or four times while the 
oat makes its way back to the end of the shoreline. If you miss the Reaction 
Tas and get dropped off on the shore, you'll have another chance to ride the crane after you defeat a 






troup of Minute Bombs. 


The battle continues in this fashion until you destroy the box and free the Cornerstone. The Get Bonus rewards are 
Slapshot for Sora, Fantasia and Auto Limit for Donald, and an HP Boost for Goofy. 











ETE 


Long before King Mickey banished Pete and was recruited 

by Maleficent, he was a real headache. Even when he was a 
legitimate steamboat captain, bis short temper meant he was 
constantly butting heads with his more carefree employee Mickey! | 
So what happens when old Pete meets modem Pete? Trouble! 


More Work to be Done! 


ihe battle with Pete isn’t done yet! Follow him to the Wharf 
to find him picking on the good Pete. Break up the fight to 
Start a boss battle! 














4) fittack 


Pete's gone through quite a change in appearance since "Steamboat i 
Willie,” hasn't he? But one thing sure hasn't changed—Pete’sa | 
real roughneck and when he's around, so is trouble, 
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sin is St te good Pt sins Fe The fight then proceeds in the following order: Scene of the Fire, Mickey's House, Lilliput 
As an added honus al ofthe rooms you had to cleat ust fight and the Building Site. Scene of the Fire and Lilfiput are pretty standard, but in Mickey's 
This battle goes = vot eoly a ig dea! except tat YOU House you must deal with the pull of the vacuum. While in the Building Site, you get to use 
in this wot That ato to Pel. she battlefield. He the Air Slash Reaction Command when the scaffolding starts to hounce around. By the time 
gach room's enem to tos bombs and ober items 18 his po-atck you reach the last two rooms, Pete will start shielding himself, making it tougher to cause 
The Waris the rt are. Pa fhe way when St damage. Just wait and defend until the shield tus off, then lock-on and charge! 

type Pete is a fie distract him 

of the “Face Reaction Command {0 


i 
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The Get Bonuses for defeating Pete are the REFLECT ELEMENT for Sora, GOOFY TORNADO 
for Goofy and HP BOOSTS for both Sora and Donald. Now it's time to see if defeating Pete 
and foiling his plan to steal the Comerstone for Maleficent has saved Disney Castle in the 
present time! 


———— 


tte vocalist. Oe of eiy Ducks est | 
alla castle's concert alli ust the place fr 





cLUCH 
Clara loves to sng, epecally opera, eventhough she not exactly 8 
tends, Clara eagerty awaits the constuction of Disney Caste After 
her singing skills. right? ; a | 
i ‘ ‘ s i the stage to sing. She certainly resembles the 
made her debut in 1934 “Orphan's Benefit” eagery taking 
se an lt coe Wie ie ee ren nd Cele Cra Gu mae SPD} 
|r he an te cd z ee 
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Back to the Present 


it’s now time to return to the present to see how things have changed. When you get back to Disney Castle, the 
whole gang is there—including a special guest, Donald's sweetheart, Princess Daisy! 
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AW Mew Form! 


bl hh et nine 
works identically ts lor Form. excopt tht you mest have Cleyour party 80 
activate it. Wisdom Form features more skills that are magic-based. 




















After finishing up in Disney Castle and the 
Timeless River, you can visit the Hundred 
Acre Wood to see which part of the world 
the newly-found pages have opened. 
Actually, the pages you find in Disney 
Castle are added to the Winnie the Pooh 
book when you visit Merlin to open the 
door to the Timeless River, You can explore 
the new areas at any time after that. 


For more information on all of 
the Hundred Acre Wood 
mini-games, please 

turn to the Hundred 

Acre Wood section 

of this strategy guide 

on page 215. 
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Port Royal is the next destination. In this Battle Level 20 world, the heroes meet up with a group of surly pirates cursed 
by their love of gold. To be successful here, you must determine how to defeat the pirates and the new Heartless. To 











make matters simpler, a couple of new friends join along: Will Turner and Captain Jack Sparrow. Help them out when the 
Opportunity arises and they'll be sure to return the favor! 
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The Pirates’ Secret 


Ire first time the heroes encounter the pirates, they cannot inflict any damage on them until the moon emerges 
tom behind the clouds. When this occurs, it is easy to defeat them. Keep this in mind whenever you have to fight 
the pirates. 


Proceed to the Town after fighting the pirates. After defeating all of the Heartless and agreeing to help Will, return to 
the Harbor to meet with “Captain” Jack Sparrow. Speak with Will when you're ready to chase after the Black Pearl. 





inrorerrion < 
Defeat the pirates! 


Retorncire 
4 Attack 2% 
Mugie % 
Ttems 
Drive 


FiGHTiInG fT ACTICS: 


Some battlefields have locations that are both dark and light, meaning that 
you must lure the foes into the moonlight. When the Pirates’ skeletons 
start to show, let them have it This signals when they are most 
vulnerable to attack. 
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Ship-to-Ship Battl 

After escaping from the Isla de Muerta and setting sail for Port Royal, the Black Pearl seizes the Interceptor. Some 
pirates jump over to the Interceptor to steal back the medallion, while the remaining foes bombard you from the 
Black Pearl. The goal is to keep the medallion safe while defeating the Pirates and attacking the Black Pearl with the 


Interceptor's cannons. 


It helps immensely if you take out some of the pirates who board the ship. Lots of moonlight hits the ship's deck, so there 
is no need to lure them into the light. Switch into Valor Form and start wading through the foes. If one of the pirates ends 


up with the medallion, defeat him immediately. 


mrorantrion 
\ was stolen! Retrieve it quickly! 


inporanrion 
The medallion was 
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4 Attack an 
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Wnere’s THe Menoacvuion? 


F Don’t know which pirate has the medallion? Look for the one 
~ with the balloon over his head with the medallion-shaped 
icon. The game also indicates when the medallion is in 
enemy hands so that you can stop what you are doing and 
start attacking the thief! 





In-between combo attacks against the pirates, try to fire 

SEE caren rene the cannons at the Black Pearl. When you get close to 
medatiion quickly! 

one, the Reaction Command symbol for Cannon Bomb 

appears. The animation for this attack takes a few 
seconds, so don't trigger it when you are deep in battle 
with one of the pirates. After clearing the deck a bit, 
Start firing the cannons on a regular basis. 
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o win the battle, defeat all of the 

hirates onboard the Interceptor. The " mgt — 
et Bonuses are a Max HP boost for sar aonua: anal 

Sora and Goofy and the Draw ability for ‘Vv Draw! 

Donald. 
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4 Attack 
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save the Interceptor! | . 


MNFOoRRATION of an event once you know what to do. 
unning barrels! Barbossa’s crew loads the Interceptor 
a with explosives, so the heroes must 
dispose of five burning barrels before 
they explode. In addition, there are 
several Cannon Guns and Air Pirates 
creating other distractions. 


y The main focus during this battle should 
{ )) be getting the explosives off the ship 
ce as quickly as possible. To get rid of the 
« » barrel bombs, simply run up to one and 
>a) use the Launch Reaction Command. 


a * \ Look for the battle marquee to appear 
onus 0 7S ) when one of the barrels is about to 
a explode. When this occurs, make that 

barrel the next priority. 


Hor disposing of all the explosives, you win the following Get Bonuses: Max HP boosts for Donald and Jack, an Item Slot 
for Sora, and Second Chance for Goofy. 
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Sora and his pals run into Barbossa near the heart of the cave on Isla de Muerta. He's about bom attacks are are swift and p i 

to start his ceremony all over again with Will in tow. After foiling his plans, he calls in his Pa § have @ suprisin singly far : aca of knocking back the tae 

buddy Pete to help even the playing field (after all it's three on one!) the Side or behind when he’s focusing rs radius. The best place to = 
is 






Move in for @ quick com mbo and jum 














Pete summons the Illuminator Heartless. This creature has the power to absorb light and 
plunges the cave into darkness, protecting Barbossa from incoming attacks. Each time one 
of these enemies appears, stop what you are doing and start searching the room for a pair 
of glowing eyes. The Illuminator clings to the wall, so make a thorough circuit around the 
room to find it. It only takes a few hits to eliminate the Illuminator. 





Like the other Pirates, it's important to get Captain Barbossa into the moonlight so that you 
can inflict damage. If he enters a darkened area, back away and entice him into the light. 
Take advantage of Jack Sparrow's Limit attack as often as your MP permits, Both Valor and 
Wisdom Forms have their advantages in this battle as well. Wisdom Ferm enables Sora 
to attack from a distance, but it is significantly weaker than Valor Form. However, bath are 
great for their instant HP and MP recovery. Before entering either one, take advantage of 
that and unload a torrent of blizzards from afar. 












For Get Bonuses, 
Sas receive a MAX 
Power-up ang the AERIAL HP boost for Donald 
rid abil and Jack and a DRY 
reat and AUTO LIMIT Belge, a m Se Gnty esis te ui Sake 
WIND Keyblade and Opens up pa new a Sora also woes, 









If you elect to fight up close and personal 
(which you will most likely do at some 
point during this battle), watch for chances 
to initiate devastating combes and counters. 
Many Reaction Commands only appear for 
a brief moment, 30 keep a finger near the 
© button. 
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 swaAnn 
The daughter of Port Royal's governor, Elizabeth has long baen 
friends with Will Tuner. When Barbossa attacks the Port, he 
takes Elizabeth, believing her to be the daughter of “Bootstrap” 
Bill Turner, whose blood isthe final key to lifting the curse 
placed on him and his crew. Despite her aristocratic upbringing, 
Elizabeth is brave and determined, willing to hit the high seas un. 
In PIRATES OF THE CARIBBEAN, Elizabeth was betrothed to Port 
Royal's Commodore Norrington. Her father was ecstatic over 
the arrangement, but Bizabeth wasn’t partculay tilled about. 
In the end, bath her father and Norrington accepted Elizabeth's 
choice to be with Will 
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he task in Agrabah (a Battle Level 22 world) is to help Aladdin recover the magic lamp that contains the confined spirit 
of his ex-enemy Jafar. This mission entails visiting the Cave of Wonders, completing some difficult challenges, and 
onquering dangerous bosses. 


Welcome to Agrabah! 
e first few moments in Agrabah are quite hectic. First, lago needs help to get back on the good side with Aladdin and 
asmine. When the seemingly endless supply of Heartless enemies attack, use Sora’s Keyblade and start slashing them. 


he goal during this battle is to defeat as many monsters as possible for the experience and stay alive until lago comes 
lo the rescue. 














nto the Cave of Wonders 


To help Aladdin on his own quest to 
reclaim the lamp that imprisons Jafar, 
travel to the Cave of Wonders to find a 





It looks like something might 


fit in the pedestal hole. : 
' POY treasure suitable for the Peddler who 
Scie, aii owns the lamp. Fight through the Valley 
A 5 of Stone to the final chamber, the Stone 


Guardians room. Examine the gem ‘ Ty 
floating in the air and the corresponding ALADoM 
niche next to the statue to trigger the 
next event. Growing up poor in the streets of Agrabah was tough, but Aladdin's 
quick wits and fast feet kept him a step ahead of the riff-raff. A chance! 
meeting with Princess Jasmine made him a hero as he retrieved the 
magic amp fom he Cave of Wonders. in KINGDOM HEARTS Alain | 
defeated the sinister Jafar withthe help of Sora, Donal and Goof. 
Even though he now lives at the palace, betrothed to Jasmine, Aladdin 
stl ike to get out in the streets on occasion —even though more 
often than not trouble finds him there! 
Aladdin thought he was an orphan for many years. Then just before 
his mariage to Jasmine, he discovered his father was alive and the 
leader of a gang of thieves! 
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ay 
Talk to the man in the Peddler’s Shop. 
Jiminy Objective 
Finish with 10 or more points. 


WHAT IT DOES 


AIR WALK 
METHOD GRAB 
360° SPIN 


The objective in this skateboarding exercise is to collect as many 
crystals as possible. Unfortunately, the crystals appear ina set 
order. After collecting the first one, the second shows up, and so 
on. To collect the first 10, move forward and jump out toward the 
second one, Make this long jump to collect the third and fourth 
crystals as well. Spin right and jump up the small ledge to collect 
the fifth and sixth crystals, Grind along the ledge’s right side to 
collect the seventh and eighth crystals. Jump 
to the left before the grind ends to acquire 
the ninth and tenth crystals. 


As long as you are patient, it's not too 
difficult to collect ten crystals. Watch 
carefully for the crystals to appear and 
don't move on to the next one unless you 
are certain you have the previous one. 





How to Play 
Press the switch on the block in the 
Ruined Chamber. 


Jiminy Objective 
Finish with a score of 65 or more. 


After escaping the Ruined Chamber, the Magic Carpet ride opens 

up as an independent mini-game, Try your best to defeat as many 
enemies as possible. The number of hits it takes to defeat an enemy 
is dependant upon the enemy and your attack. A combo finisher is 
most effective against Fortunetellers and Crimson Jazz foes. 
On the other hand, it only takes a single hit to dispose of 
smaller enemies (such as Hook Bats and Rapid Thrusters), 


Use a combo’s initial hits ta knock away the Hook 
Bats and Rapid Thrusters. As the combo nears its end, 
jump over to the more difficult enemies. During this 
time, watch out for falling buildings. Bouncing into 
these while performing a combo is a surefire way to 
waste time. An enemy that doesn’t take any damage 
will fly away after a set amount of time. 












The'goal here is to help Abu safely carry the gem from one side of the room to the other. When the waves approach, 
wait for the Jump! Reaction Command to appear, then press the @ button to boost Abu over the wall of water. Leave 
Aladdin and Goofy or Donald to tend to the falling crystals. The main objective is to keep up with Abu and push him 
toward the end of the room and the statue. When Sora and Abu reach the end of the room, press the @ button again 
(when prompted) to set the jewel. 


The Get Bonuses for this quick battle are Max HP boosts for Sora, Goofy, and Aladdin. Donald receives Donald Blizzard 
for his efforts. 
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The Chasm of Challenges 


In the next portion of the cave, there are several challenges to complete. The first challenge 
is to defeat a group of monsters within 2:00 while traveling down a series of disappearing 
floors. To start the challenge, read the sign on the platform as you enter and select the start 
option. The enemies consist of a variety of Heartless, ranging from Icy Cubes and Fiery Globes 
to Fat Bandits and Fortunetellers. 


Activate it? 
Leave it alone. 
edb tIVAtG it! 
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Upon entering the Treasure Room, Pete appears and more 


iMmrorearrion 


Heartless enemies spawn. Once again, you must defeat 































all of them before you can escape back to Agrabah. If you 
had no problem with the first challenge, this one should be 
a breeze. The same groups of monsters appear, including 
Icy Cubes, Fiery Globes, and Fat Bandits. Perhaps the most 
difficult foes to defeat are the three Fat Bandits that appear 
near the end. Since the battlefield is rather small, use the 
High Jump ability (obtained by leveling up your Valor Form 
to level 3) to bounce over the monsters and explore your 
Limit attacks and Forms for an advantage over those fire- 
breathing goons. 





At the end of the battle, you receive the 
following Get Bonuses: Max HP boosts 

(for Sora, Donald, and Aladdin) and = iil 
Auto Healing for Goofy. Then it’s back to WAX COMBO 116 

Agrabah for the dramatic conclusion to 
this chapter of the game. 











When there is some free ti 
ime, return to the Treasure Room in the 
Cave of Wonders and grab the final two treasure chests. You can ETE 


use : 
od pee by the Save Point outside of the Princess of Agrabah, one ofthe Seven Princesses of Light andthe 
Ch ure Froom to zip back to the entrance of the only daughter ofthe Sutan, Jasmine longed to get away from her 
asm of Challenges to return to Ag rabah. sheltered life. in KINGDOM HEARTS, while Aladdin was tricked by 
Jafar to bring the magic lamp, she was captured to open the door 
to Kingdom Hearts. 
Jasmine is just as quick-witted and wily as Aladdin, quickly 
proving she could hold her own on the rough streets—with a 
little help from someone a bit more streetwise, of course, The 
chance encounter with Aladdin was the start of a romance that 
would save Agrabah. 
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Weapons 





Blizzard 


VOLCANGUORDE 






Back at the Palace, Pete's theft of the magic lamp is foiled when Genie retums suddenly. — 
Before you can rejoice, however, that dastardly Pete summons two hosses—the Blizzard 
Lord and the Volcanic Lord. You must defeat both monsters to win the battle. 








ae 
Thunder 
Dark 
Other 





Begin the fight by locking onto the Volcanic Lord. Watch for opportunities to use the Firagun 
Reaction Command to tum his own attacks against him. When he’s not bouncing around, 
jump in for an air combo. Attack him repeatedly until he splits apart into Fiery Globes, 
By quickly defeating these smaller enemies, Sora can collect HP Orhs. When fighting the 
Blizzard Lord, time the short Blizagun Reaction Command for when the Blizzard Lord starts 
inhaling. You can also try to circle around the boss for an attack from the rear. 
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When the Fire Lord is bouncing around, run under him for a powerful Reaction Command. 
When timed properly, Sora hurls the Fire Lord toward the Blizzard Lord and causes damage 
to both of them. Be cautious of the hot 
spots on the ground after the Fire Lord 
stops bouncing. 
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After completing all of the tasks in Agrabah, Twilight Town returns to 
the World Map. However, it is now a Battle Level 28 world, so you 
may want to visit at a later time. The next stop in this strategy guide 
is Halloween Town. 


Like Genig, the Carpet spent thousands of years in the Cave of Wonders, until Aladdin arrived. The friendly magic Carpet helped Aladdin 


find the treasure he sought, the Genie’s famp, and flaw Aladdin actoss the warld when needed. Even though Carpet doesn't say a word and | 


doesn't have a face, he’s very expressive for a rug! 
| The Carpet was brought to life in Aladdin with a mix of waditional hand-drawn animation and CGI technology to keep his pattems 


Was Genie always this nuts, or was it a few thousand years of 
solitude in an itty-bitty famp in the Cave of Wonders that did it? 
Either way, Genie’s quite a character. Freed from his bond to the 
lamp with Aladdin's final wish, Genie travels a lot but always has 
time to come back and see his good pal Al, or swoop in to help out 
Sora when called upon! 

Genie might be the single most manic character around, From 
visualizing bad puns to shape-changing inte celebrities from times 
and worlds unknown in Agrabah, he’s a non-stop whirlwind of 
magical energy! 
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HALLOWEEN TOWN 
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Halloween 
Town Map 





Save Point 





Mythril Stone 


Mega-Potion 
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Hi-Potion 






Hi-Potion 


Mythril Stone 






Save Point 


Gumo’'s 
Moogle 
Shop 









Enter the center of town and talk to 
ack, who joins the party. Acquire the 
HALLOWEEN TOWN MAP 





Go to the Halloween Town Square and 
Pa Cleat out the Heartless, 







Hi-Potion Biytinil Gens 


Proceed to the Graveyard and enter the 
tloor in the woods leading ta Christmas 
Town 


fnter Christmas Town and defeat the 
Heartiess in Candy Cane Lane 


Go to Santa’s House and speak to the bey Mythril . ‘a 
man. Get the CHRISTMAS TOWN MAP 
{rom the big chest 


Stone Ether 


Save Point AP Boost 









Follow Lock, Shack, and Barrel's 
footprints back to Halloween Town and 
Cusly Hill 








Deteat the Prison Keeper. 


Return tu Christmas Town ani go to 
y Santa's House 










Deteat Oogie Boogia. Obtain the MAGNET 


an Christmas 


Town Map 





‘TOY SOLDIER 













Halloween Town is a Battle Level 24 world, which makes it the perfect place to explore after Agrabah. It is also another 
world where Sora and company’s appearance changes to suit the area. In this world, the heroes get to help Jack 
Skellington with his newest obsession: Christmas! Escort him to Christmas Town to meet with “Sandy Claws,” then 
have him help you squash the infestation of Heartless and Maleficent's latest evil plan. 


PRESENTS) 





After acquiring the Magnet Element, 
return to Atlantica and speak to Flounder 
to trigger the start of the second chapter 
in Sebastian's musical, called “Part of 
Your World.” 


For all of the details surrounding this little 
mini-game, please refer to the Atlantica 


Upon arriving in Halloween Town, you 
find Jack Skellington all excited about 
Christmas. He can’t wait to head over to 





chapter of this strategy guide on page 
227. \t contains all the 

details and strategy for 
completing it. 

















Christmas Town and meet the infamous 
“Sandy Claws,” who runs the show. 





The only problem is that Sally isn't } 
sure that Jack's regained obsession is \ 
healthy—for any of the parties involved. 
Perhaps the recent infestation of 
Heartless enemies is part of Sally's sense 
of “dis-ease.” 
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Are those strange looking fellows 
in the town square with You? 4 
yr Me q 


= 








The Heartless in Halloween Town and Christmas Town are really no 
different than those you have fought before. There are two scripted battles 
to endure in each town. Use the features in the center of town to make the 
battle easier. The spinning carousel in the middle of Candy 
Cane Lane in Christmas Town is especially handy for 
defeating tough foesfikethe\Joy Soldiers 


SHELLINGTON 
Jack Skellingtan is te Pumpin King, te showman who brings 
the good-natured highs and chills that ate associated with 
Halloween. In KINGDOM HEARTS, he helped Sora and friends 
repel the Heartless invasion caused ty the wicked Dogie 
Boogie. Now it seems that Jack has hecome enchanted by 
Christmas... ven though he does atualy understand it! 












Jack Skellington made his appearance in the stop-motion movie 
THE NIGHTMARE BEFORE CHRISTMAS. This film went from cult 
status to smash sensation thanks to @ layal fan base over the 
years, ensuring its inclusion in the KINGDOM HEARTS series! 
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{t's important to come prepared for this upcoming fight 
with the Prison Keeper. Equip plenty of Aerial abilities 
(like Aerial Spiral or Aerial Finish), as they will come in 

handy during this intense battle. 










How to Play 
Speak with Lock on Yuletide Hill. 













Jiminy Objectine 
Finish with 1000 or more points, 


This trick attack lasts 30 seconds and builds upon a single 
score. Grinding is not very effective given the circumstance: 
instead, jump off ledges while cycling through other tricks. The 
area in which this 
mini-game takes 
place is the same 
place where the 
Oogie Boogie fight 
| takes place. 
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HEECPERY 


Ly R A | Pl m G Follow the footprints of Lock, Shock, and Barrel to Curly 
Hill outside of Halloween Town to find them locked up 

inside the belly of your next foe. The Prison Keeper has 

estes econ Weseng Room. a lot of HP and floats around the battlefield at various 
ear = z heights. Equip the Aerial Spiral or Aerial Finish ability 
Jomny Objectwe prior to the battle and use Sora’s air combos to close 
Finish Witt eiscore an tne cnmara, in on the Prison Keeper. Also, consider equipping the 
BAUS nga , Reflect spell (assign it to the L1 button shortcut) so that 
This is not just a race against time, but also a battle against itis easier to trigger. The boss uses a lot of magic spells 


Lock, Shock, and Barrel. Press the #9 button to shoot toys in this fight, so reflecting them saves MP and Potions. 
at boxes. Larger boxes are worth more points and take more 


toys to fill than smaller ones. Try aiming for large hoxes 
whenever possible, but don't let your quard down. Lock, 
Shock, and Barrel like to cause mischief. tf it looks like they 
are heading toward a box, blast them. This knocks them 
unconscious, but only briefly. lf 
they get their hands on a box. it ‘WET 
is knocked away and is worth 
Zero points. 
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Tie | 92 | uo | 6 |S Thunder 
— Dark 
































Defeating the Prison Keeper is all about maintaining pressure. Get in close and repeatedly attack with air combos and Limit attacks. When the boss tilts 
its head back in an attempt to eat the trio inside the cage, respond with an Inside Combo Reaction Command to render the boss unconscious for a short 
time. Also, try using Wisdom Form from a distance. Simply switch over and start shooting with your Keyblade. When the Prison Keeper gets out of range, 
run to the top of Curly Hill and continue the assault from a distance. If it remains a close-quarters fight, Valor Form is a much more powerful option. 
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You have 60 seconds to wrap 
presents and your toy qun only 
holds 30 rounds. Focus your 

firing on specific taryets to 

essen the number of times you 
need to reload. Press the @) 
button to reload when there are 
five or fewer rounds left. The best 
time to do this is when refocusing 
your fire on @ new area. 





The Prison Keeper's various close-quarters abilities are difficult to dodge or counter. The boss's projectile abilities, however, are much easier to avoid. 
For example, use the Reflect spell to knock back any Solar Globe attacks at the boss. Respond to the Prison Keeper's rotating White-Energy assault by 
attacking from directly undemeath. 


The hill is useful in a couple of ways. Keeping the hill between Sora and the Prison Keeper makes it more difficult for the boss's projectile attacks to 
cause significant damage. The hill also provides an ideal location for healing. It's important to note that the Prison Keeper has five HP gauges (Yes, fivel), 
so expect a long, grueling fight. 

The Get Bonuses for this battle are a MAX HP boost for 
Sora, Goofy, and Jack and HYPER HEALING for Donald. 


After the battle, head over to Christmas Town to see 
what Oogie Boogie and Maleficent are doing. 


Weapons 
Fire 
Blizzard 
Thunder 


Oogie Boogie has overtaken the toy factory, turning a simple conveyor belt system into a 
dangerous playground for him and his foes. To defeat him, you must determine how best 
to overcome this stage. 


At the start of the battle, watch as Oogie Boogie hops into a glass control box above 
the conveyor belts. When he tums on 
the machine, Donald describes how to 
switch lines so that you are on the same 
line that matches up with Oogie’s current 
position. The blue light around the teleporter 
indicates that it is active (pink is inactive), 
meaning that it will take you to the only 
other blue portal. You must move swiftly 
when changing belts, as the teleporters 
rapidly flick on and off. 


With the boss isolated above the battlefield, the best way to get him down is to pound 
him with his own toys. When a box pops ante the belt, use the Reaction Command to bat 
the present hack at Oogie Boogie in the control box. As you are doing this, the conveyor 
belt continues to move Sora back toward a wall of spikes. Jump or run forward to avoid 
any damage. 


After you hit Oogie with approximately 10 boxes, he topples out of the control box. Lock 
onto him and attack with everything in Sora’s arsenal. Jack's Limit and Valor Form will 
cause major damage. After a while, Dogie regains his senses and retums to the control 
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Explore the Gorye and abtam the 
SAVAHNAH MAP furs the large 


hreasure chest 


Detead Wala trum the Heartless i the 
Haphant Graveyard, 


leave Pride Ruck and encounter Scar 
and the Hyena pach, Escape ta the 
Suvaunah with bala 


noel to Wikked Vallee Xara tear 
ta Wikdebees! Valter Sora tears 


Moet uliki in Wiastelands and prucead 
iw the Oasis 


Trae! through the Janie to the Basis 
Moat wth Siunbia, Get the OASIS MAP 
and the TORN PAGES (RABBITS HOWSE), 





Enter the Juogle to help out Siomba avid 


jes (reads, Times gad Pambaa. 





Talic to Siena in the (eis: Get the COACLE 
OF LIFE Keyhlade: Simba joms the party, 


Head hock toward Pride Beek to bein 
Some bereaee the (ing 


fatwe the cove ond protect Fumbaa tian 
the Hyenas. 


Rave to the top of the peak and help 





Hi-Potion 


Oasis Map 











Hi-Potion 


Serenity 
Stone 





Save Point 


Kumop’s Moogle 
Shop 


Mythril 


Stone 


Hi-Potion 


Tent 









Torn Pages 


(he Pride Lands is home to Simba. Like Halloween Town, Atlantica and the Timeless River, the heroes’ appearance 
changes to match the environment. This is a Battle Level 26 world, so try to complete this area before revisiting Twilight 
Town. Besides, helping Simba topple Scar and Pete is bound to be more fun! 
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Rescuing Nala 





One of the first things you'll notice in the Pride Lands 
is that the heroes look much different. Sora, Donald, 
and Goofy change into creatures of the savannah. 
First, go to the Elephant Graveyard and prepare for a 
battle. It seems that some dangerous Heartless foes 
are menacing a young lioness named Nala, It's time 
to get to work! 











~~ Take some time to explore the area an 
appearance. Playing as a four- 
Of more importance, though, is 
Drive Forms nor Summons. Instead, 


d get a feel for Sora’s new 
legged creature is a little different; 
the fact that you cannot use your 
experiment with Limit attacks. 
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The Living Bones are interesting foes. As you get close to one, look for the Rodeo Reaction Command to appear. This enables you to jump onto the monster's 
back and ride it into and over the other monsters in the area. Once you're on a creature's back, look for the Grand Cross Reaction Command to deliver a strong, 


crushing blow to the foe's head. 
Helping Simba 
Regain His Throne 


After gaining the help of Nala, it is time to hook up again 
with Simba. Simba now lives in the Oasis in the jungles past 
the Wastelands. Travel there with Nala, fighting Heartless 
along the way. 
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Simba has a sudden realization that he must return to the ear , ; 


oe iS Pride Lands and retake his rightful place as King. / - 
teed or After acquiring the Circle of Life Keyblade, one atl Se gD 


itis time to travel back to Pride Rock —= 


/ é i ‘ where the real 
| ae ‘ battles begin. 
: Be DATRINED 


A childhood friend of Simba’s, Nala was always a bit more level-headed Circle of Life 
than the prince but she certainly shared his sense of adventure. She ae 
eventually became a skilled huntress, but even het remarkable ability 
could only do su much inthe poy-scrce Pride Lands under Scars le 
How she searches for someone who could help the ignesses averthraw 
Scar... and upon hearing Simba’s alive, she dedicates herself to 
finding him! SEES : 
Nala certainly has the makings of a Queen in her. She always got the 
better of Simba when play-wrestling as cubs, and as an adult, she does ste : ws 
not hesitate to go looking for help to overthrow Scar. She ralies the Has great strength, increasing 
lionesses to fight the hyenas upon Simba’s retum. MP restoration speed after MP is 
; : : consumed. 












A strong and beloved King ofthe Pride Lands, 

a stampede of wildeheests, all part of a plan 

Although Simba tried to run from his past, memories of 

continued to haunt him until a vision of Mutasa told Simba what 

had to do, He needed to look deep within himself to see his destiny to 
become King of the Pride Lands! 

Even whien Mufasa and Scar were young, Scar was out to get his 
brother. Scar found his future fackeys Banzai, Shenzi and Ed as a cub, 
and they convinced him to make Mufasa look foolish so Scar would 
became King! However the plot failed and let Scar with the wound 
ain his face! yet : 
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G ED 


The first battle takes place against the three hyenas Banzai, Shenzi and Ed. You must defeat 


Banzai, Shenzi, and Ed while protecting Pumbaa and Timon. The hyenas aren't too difficult 


to defeat: the tough part is preventing them from causing da 
You can use the Call Over Reaction Command 
to help Pumbaa avoid taking damage. 
Whenever possible, try to fight them ina 
group instead of one-on-one. Note that each 


mage to Pumbaa and Timon. 


ioe has its own health bar, too. Its best to 
fight the majority af this battle without 
locking onto a particular hyena. However. if 
one of them gets very low on health, focus 
your attacks on it to deplete the pack. 


ys 
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fetack 


Magic 


Items 


Weapons 
Fire 
Blizzard 
Thunder 
Dark 
Other 


Hang out around Puy 
baa and wai 
choose the closest neon ye te hyenas to 
rr of a 
Sasa fo multiple enemies, You a 
use the Magnet magic to draw the 


enemies toi 
follow-up — and devastate them with a 


At the end of the h 
J attle, i 
following Get Bonuses: MAX HP ree rs 


Sora and Donald 
sbity oe Goat nn XY Waxy 
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Weapons 
Fire 
Blizzard 
Thunder 


Other 


















With that in mind, Simba’s Limit attack is an extremely useful attack, Use it often and time 
iy fast and has some devestana its use so that Scar isn't too far away. When used properly, it can seriously drain a good 
ath Scat. Scar is incred! bis 2 portion of his HP bar! 
ee Simba deal with Scat. ity wo adeptly dodge 
Wow it's time to help 3" astored the new Dash ait nenion 
aac Hopf. You sve nah. Gay i 2 090 TE 









Watch for Scar's big attacks, which are preceded by a cloud of dark energy or fire that 
surrounds the beast. The dark energy indicates that he's about to start his fearsome dash 
attack. The best way to avoid him is to zigzag through the area using the Dash ability. When 
Scar stops after his dash, rush in to continue the assault. 


If fire is emerging around Scar, give him 
a little room and some time to cool down 
before returning to the fight. Finally, if you 
get pinned in an area during the battle, use 
the Counter Reaction Command to push the 
foe off and escape. 


At the end of the battle, Sora, Goofy and 
Simba receive Max HP boosts and 
Donald leams Fire Boost. The reward 
for finishing the level is the Fire Element. This causes flames to appear and revolve 
around you when used, plus it also boosts your Fire spell to Fira! 









and wind he cana the information be sis 
~ earmay hae that a was ahalesofon bet 

~ parmiess! When Simba returned ta Pride Rockin THEUON, 
(ANG, Roki tek on sovera ana with sfhing bat 
| awa | 














m0 





cor PRE to iiviiis- oy 













*Thhile: 


Timon the meerkat and Puma the boar were outcasts, banding 
together to stay alive in the rough word of the Pride Lands. They 
found the wounded cub Simba and wursed him back to healt 
a diet of bugs!—realiing just how useful a ion friend could be 

against a hungry predator! Tey might be easly tightened bu for 
| their friend Simba, they're willing to be brave. .. for a minute or 
— twoat leash ee 

Timon and Pumbaa’s hijinks and “Hakuna Matata” philosophy made 
them very popular characters, So much so that not only did they 
appear in their own movie, THE LION KING 1 1/2, but their own 
globetrotting television series as well 
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Revisit Twilight Town and head directly 
to the Sandlat 


nd his friends from the 


btain SEIFER'S TROPHY 






The Berserkers 


In addition to the standard Dusk 
enemies, there are also some 
Berserkers. These giant soldiers wield 
even larger hammers that have a life of 
their own. Knock the Berserker down 






























{0 {0 the Station to meet Kaiti. Acquire 
the OATHKEEPER Keyblade 


After the Pride Lands, it is time to return to Twilight Town to make it drop its hammer, then grab 

to check on the status of things. Remember that Kairi is the weapon with the Berserk Reaction 

there, so Sora will want to check up on her. Things change, Command. You can use it to inflict lots 

however, when the heroes discover that Seifer is in trouble of damage on the other enemies in the 

in the Sandlot. Rush over there and prepare to do battle with area, especially the Berserker. With the 

some Nobodies! hammer still in Sora’s possession, look 
for other combo Reaction Commands 
to use. 


After speaking to Saix, another 
mysterious Organization XIII person, 
Seifer hands over Seifer's Trophy as a 
reluctant sign of respect. Afterward, 
Pence shows up and says that Kairi is 
waiting at the Station. When the heroes 
arrive, they find that Kairi has already 
| left with Axel. Get the Oathkeeper 
Keyblade and head out to the next world: 
| Hollow Bastion. 





news magic and increases 
tion of # Drive Form. 
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Hollow Bastion doesn't look all that different from the heroes’ first visit. The shops’ inventories have all been updated to 
carry the items you've found in the various Moogle Shops. Other than that, everything at the start is normal. 


Miko ube erate (a BOINTS 


Boraugh. 


Ga ta Merfin's House ts lean about theif 
latest diseavery: Ansem's Computer! 


Talk to Cloud before you enter the 
Borough to go to Merlin’s House. He 

Go te the Hailey and meet the members warns everyone about Sephiroth, so 

Of the Gullwiogs, keep this handy information in the back 
of your mind for later. 


Go throwuh the Restoration Site to the 
Postern to meet Aerith, Acquire the 
CASTLE PERIMETER MAP and enter 
the Paster. 


Moet Tifa and Leon in Ansem's Stuy, 





Enter the Space Paranoids world. 
It seems that Ansem’s Computer Room in the Postern in the Restoration Area is the cause of the disturbance. Cid sends 


the heroes there to talk to Leon about it. 





ENEMIES 





ARMORED 
(NIGHT 
Vy BOOXMASTER 


rt ‘MORNING STAR 


> 









Be Prerareo! 
The journey to see Leon isn't an easy one. You will fight a 


variety of new Heartless through an equally new area of 
Hollow Bastion. Fortunately, the town’s defense system 


OP) SURVEILLANCE 
¢. di ROBOT 






is still up and running to provide back-up support. 





46 





| 


Fight through Morning Stars and Armored Knights until you reach Aerith standing near the entrance of the Postern. It 
seems that the King is inside with Leon, so you'll want to hurry. Grab the Castle Perimeter Map from the nearby chest, 
then run into the Postern. 


Ansem’s Study is at the end of a hallway at the far end of the Postern. Follow the hallways until they dump you into a 
large room, then take the southern exit. When Leon leads the trio to the computer room, something strange occurs: the 
heroes are transported to another world—a world inside the computer! It's time to enter Space Paranoids. 


Uh-huh. The King is 
very interested in it, 
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Save Point 
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AP Boost 
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Save Point Nae 








To Ansem’s Study 
(Hollow Bastion) 






OBJECTIVES _ 


PN 0( teleported into Space Paranoids by : Teleport 10 the Game Grid. Clear the Light 
| ( the Master Contrel Program, Cycle mini-yame, 
! 



























Meet Iron inthe Pit Cell. Face bien to 
Bataspace in the Canyon. Iron rejoins 
the party, 


Use the Keyblade on te door to escape 
the Ft Cel with Iron. iran joins your 
pasty. Acquire the PIT CELL AREA MAP. 







Take the lift t the Canyon and access 
the energy core, 


{n Dataspace, access the computer 
terminal. Give Tron the password. 














Return tothe Pit Celt and examine the 
Ea computes terminal Select the Research 
{ab option. 


Defeat the Heartless and gather the arhs 
gem (0 freeze each ofthe three monitors 






















Telegort back to Hotlow Bastion and 
Ansem's Computer Room and Study 
Examine the picture that Tita finds 


Proceed tthe 1/0 Howe! 0 prevet hep a Sen 
the ACP from starting the town's ——— 
; self-destruct program. 











Meet with King Mickey and obtain the 
MASTER FORM. 


BY ln the 1/0 Tower, yo to the 
Communications Room. Acquire the 
VO TOWER MAP. 







Deleat the Hostile Program. 






Examine the terminal to return to Hollow 
Bastion, Obtoin the PHOTON DEDUGGEA, 





When Sora and Donald make the mistake of messing around with Ansem’s computer, an unexpected consequence 
is the discovery of a new world: Space Paranoids! This world is centered inside Ansem’s computer where a security 


program named Tron is trying to counter the evil force of the MCP and Commander Sark. Your appearance on the scene 


gives him the back-up he needs and the inside help you need. 





Welcome to Space Paranoids 


It seems fitting that the first visit to Space Paranoids lands the heroes inside a PC (Pit Cell). Tron offers to help out, but 
first you need to escape from the Pit Cell. Use the Keyblade on the door to open it. Simply slash at the door until you 


Collect enough orbs to make the Freeze Reaction Command appear. 


The next stop is the Canyon and the Energy Core. After examining the Energy Core, Tron points out that you must find 
ithe missing part to power up the core. To do this, you must identify the red box from a group of identical boxes of parts. 
The parts drop from the ceiling and hover in a circle around the core. One of them is red but as the boxes start spinning 
laround the core, its color fades and it resembles the rest of them. Use the Right Analog Stick to rotate the camera 

ito keep an eye on the box’s position. Don't lose sight of the box when it goes around the core! When the boxes stop 
moving, go to where you think the box is located and start slashing at the boxes around it with the Keyblade, Free the 


correct box from the surrounding boxes to clear the event. 
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Once Sora’s Drive Gauge reaches level 5, the 
heroes can return to Atlantica to continue 

to that portion of the game's 
storyline. For all the details 
on that aspect of the game, 
refer to the Atlantica 
section of this strategy 
guide on page 226. 


ATECANnTICA 


Uren es 


How to Play 


Use the terminal within Space Paranoids. 


Jiminy Objective 
Finish with 30 points or more. 


The first encounter with the Light Cycle mini-game occurs 
during the Space Paranoids chapter. Retum to the terminal 
anytime afterward to play it again, 
There are three ways to eliminate the other cycles. Much like 
Rock-Paper-Scissors, the three attacks each have a weakness 
and strength. A Charge (@ button) breaks through enemy 
quarts, knocking any enemies aside, The easiest way to defeat 
an enemy is to smash it into the wall with a charge. An & 
button attack is useful against charges. The best time to use 
them is when the corridor is large and the space between 
your foe and the wall is great. 
Guard (@ button) blocks enemy 
attacks. This ability is most useful 
when surrounded by multiple cycles. 


While racing through the course, 
watch out for approaching pillars and 
walls. Look for arrows to appear that 
indicate a left or right tum. Use the 

L1/12 buttons to tum left and the 

RI/R2 buttons to tum right. There 

is no way to recover HP during this 

inission, so it is easiest to play 
toward the end of the game, 
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TRon 


A security program created at ENCOM, Tron was copied 
by Ansem the Wise and tasked with keeping the systems 
of Hollaw Bastion in working order. But Tron soon found 
himself imprisoned in the game grid when Ansem also 
bought the Master Control Program and Sark on-fine in 

the system as well. | 


j 





In the movie TRON, all programs resembled their Users in 
the human world. Tron’s creator is Alan Bradly, an ENCOM | 
| employee and friend of Kevin Flynn, who had his job | 
stolen from him. When Flynn was digitized and sent into 
the computer word bythe MCP. he tamed up with Tron 
to bring down the system! tf 
eee f 
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Enforcer of the MCP’s will, Sark answers to no User. He was 
recreated hy the MCP when it was brought into the Hollow = 
_ Bastion system for reasons unknown. An expert in battle, j 
Sark is cold and cruel. 
Sark’s human counterpart in TRON didn't have much contral 
over the system. Although Dillinger was credited with 
eraating FNCIM's mast papular games, he had in fact stolen | 


them from Kevin Flynn. aa 
” 


is2 


Light Cycle 


After returning from the brief trip to Hollow Bastion to find the password for 
Ansem’s files, the heroes end up inside the Game Grid room. You must clear 
this game to leave the room safely, so pay attention to the directions. You 
control the bike with the Left Analog Stick and the L1/L2 and R1/R2 buttons 
when going around corners. There are three main action commands that 
work in a Rock-Paper-Scissors method: 


® Attack: Break an enemy's Charge. 





© Charge: Break an enemy's Guard. 
© Guard; Break an enemy's Attack. 


You need to defeat five Heartless riders during the first part of the mini-game. Simply use the Attack command whenever 
one gets within range to makes things easy. 


A larger Heartless appears and blows a hole in the wall. Now it's a race to see who can get to the hole first—Sora or the 
other riders. This is where the game gets a little challenging. Travel through the course and try to avoid taking damage. 
Just defend against any enemy 
attacks and defeat or knock 
back any enemy bikes that get in 
the way. The long stretch near 
the end of the course leads to 

a crack in the wall, so sail on 
through to clear the game, 





Dataspace 


Back in the Pit Cell with Tron, he needs to go to Dataspace to take care of another program. Lead Tron back to the 
Canyon, then proceed up the ramp and right to the Dataspace. Just look for the red walls! 


Once inside, access the terminal and give Tron the password that Mickey provided (it's the names of the seven 
princesses). This triggers another event battle. This time you must fight Heartless while gathering enough orbs to Freeze 
one of the three monitors in the room. The Get Bonuses for completing this event are Max HP boosts for Sora, Goofy and 
Tron while Donald gets Thunder Boost. 











Weapons 
Fire 
Blizzard 
Thunder 
Dark 


GRAM 


This fight has the potential to be extremely The 
difficult. The trick is to see through the Hostile Wher ais sever ae atc 
Program's weaknesses and exploit them. A good time to us A the wall, the 
Whenever the boss takes damage, Cluster @ the Freeze Reaction 
Balls materialize that can be used to freeze him 
with the Freeze Reaction Command. Proper 
timing with the Freeze Reaction Command is 
essential to victory. 
The Hoste Program has a varity of projectile attacks. Fotunaely. they are all relatively weak. 
resco Dive Gage aa of Volo Th esl Prom spent mast 1 
against the wall, opposite the heroes’ position. The easiest way to approach the Program is 
to use the Quick Run ability. This instantly enables Sora to close large gaps, plus it makes it 
easier to stay close to it when its moving. Use Tron’s Limit attack, which is extremely powerful, 
immediately stor tering te enemy. nficing damage 10 the Program wil Siwy deplete 
a svn. Smpy nck of ih se nh a dee he esl Pores 


first form, 











































At this point, the Program's arms act 8s 
lasers. They aren't particularly b 
tut they can cause plenty of damage when 
hitting a target repeatedly. Make good use 
of Tron’s Limit after freezing the Hostile 
Program. Now is also the time to use 
Valor Form. Valor is far more powerful than 
Wisdom, plus itis likely at 2 higher level 
than Master. It's important to cause as much 
damage as possible when the hoss is in its 
frozen state. 








patterns, each more difficult to dodge than the last 


the center of the stage. Thi 
ge. This usually indi 
We aii eo eas cm 
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lasers consist of verti 
of vertical and horizontal 

ee and Tron’s Limit is when the bess, cen 
@ beginning of a more troublesome i 
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AN 
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AP Boost 


To Postern 


Moon Recipe 


To Postern 





Defeat al af the Nobodies and Heartless, 


Defeat all of the Nobodies in the 
Restoration tea. 






Meet King Mickey atthe Baty, 





Torn Pages Save Point 


AP 
Boost 


Elixi The Great 

> . ixil Maw Map 
‘Meut King Mickey in the Crystal Fissure. 

‘Acquire the CURE ELEMENT. Open the 

chests to obtain the GREAT MAW MAP 

ant the TORN PAGES. 


(iefeat the 1000 Heartless. 


After leaving Space Paranoids, the heroes find Hollow Bastion under attack! In essence, this signals the start of the 
second half of the game. The Heartless and Nobodies are out of control, and it is up to the heroes to save the day. They 
need to finish cleaning the worlds they've already visited before starting the final ascent to the last battle. 
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Blizzard 
Thunder 
Dark 
Other 


Use your Goofy and Trinity Lim 
; Li 
Been Listen - ta 
en to make sur that you don't waste 
. oh clones. The Drive Forms’ instant 
lo ration is particularly useful in this 
: ~ TY t0 save it for the end to finish hi 
ith a closing Limit " 








This fight starts off virtually identical to 

the fight against Demyx in the underworld. 

You need to defeat the Water Forms that 
he summons before time expires, This time 
around, it is 50 Forms in 40 seconds! One 
way to accomplish this task is to use the 
Reaction Commands. Try to stay in the 
center of the stage so that you can hit the 


most Forms after you gra one and start 
Trying to defeat the 50 


























ITF ORBATION 





swinging it around. 
Forms without the Reaction Commands takes too long, so find a group of Forms, stay one. Rakear i) 
and then wipe the rest out using the Reaction Command, eat 10 forms within 10 seconde! 
ing i o0'a8" 
After defeating his small army, Demyx presents another challenge. He is much more % Tina aa 
formidable than his water clones and prefers to attack with pattemed geysefs. Rather than 
f geysers in his wake. 


running around, Demyx slides across the ground, leaving @ row 0 
Demyy's taunts indicate which attack will come next. “Dance water dance!” indicates that 
you must defeat his water clones (usually 10 in 10 seconds), "Come on. Kick to the beat!” 
signals a series of geysers that sprout up all around him, Avoid these geysers by staying 
close and jumping around him, “Water” means that Demyx is about to unleash a blast of 


rain. Simply retreat to avoid this attack. 
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The key to success in this battle is all in 
the Reaction Commands. It's possible 
to defeat all 1000 Heartless by using the 
Snag/Sparkle Ray combo and Rising 
Sun Reaction Commands. One involves 












dive-slashing through enemies (you can 
repeat the attack four times before it 
ends), while the other involves grabbing 






a Surveillance Robot and using its 






laser beam to cut down large groups 






of monsters. They both work equally 







well and there shouldn't be a need to oy Rising Sun 






manually attack until the very end when ‘QU ittack of 
- -- 
fewer than 10 Heartless remain. 
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Sparkie Hay 
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SEPHIROTH 


A mysterious dark being, Sephiroth and Cloud follow each 
other across the worlds in a deadly dance. 
The main villain af FINAL FANTASY Vil, Sephiroth has 
- perhaps become Square's most memorable villain. A. 
SOLDIER member and teammate to Cloud, he left the 
Shin-Ra Corporation on his own quest... one with the aim 
ol vengeance. 
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What Happens Next? 
\Just when things | look their bleakest, 
the heroes are rescued from certain 
|death in Hollow Bastion and are placed 
in the Gummi Ship. Now it is time to 
revisit all of the worlds you've already 
completed—or thought you had 
completed. 







The next set of Torn Pages (acquired from 
the chest inside the Crystal Fissure) takes 
you to Kanga’‘s House. After the heroes 

escape from Hollow Bastion, you can take 
a moment to visit the Hundred Acre Wood. 


The Heartless and Nobodies are back 
iand it seems like a lot of Organization 





\XIII people are running around loose, 
itoo. These return trips are much faster 
For all the complete details on the 
Kanga’s House diversion, please refer to 
the Hundred Acre Wood section of this 
Strategy guide on page 217. 


jthan the first ones. Expect to land, meet 
up with old friends, and spend the rest of 


the time fighting new and old enemies, C’mon, it’s a set-up by Organization MI. 









Jimny’s Journa 


During these retum visits, you should be able to complete the chapter 


in Jiminy’s Joumal for each world revisit. Th i 
however, is the Character Links secti in oo = 
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A mysterious man, obviously from Organization XIII, appears in the Land of Dragons, So, track him down and find out his 
identity. Unfortunately, this mysterious stranger isn't about to reveal himself just yet. Sora has his suspicions. It couldn't 
really be... him? 


{veate the Drganization XIll memos. 
Mulan joins the pasty, 


the mountain. 


Battle the Mysterious Enemy, 


Not much has changed since the first 
visit to this world. The Village is still 
smoking and Mulan is trying to help 
out. It turns out that Mulan is in hot 
pursuit of the same mysterious man in 
black! As you follow him up and down 
the mountain, expect to run into many 
familiar Heartless. This time, however, 
they are more powerful and deadly. 
Don't take any battle for granted! 


"Leave the mountain axe had tothe 
linpertat City. Warn Li‘Sheng about the 
mysterious Heartless. 


Opfeat the eattlass in the lmerial 
Square: 


Enter the Palage and advance to-the 
Throng Room. Auguire tie PALACE MAP 
and TORN PAGES. 


Deteat the Storm Hide. 





EMERALD BLUES 
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‘ w fittack 


ASSAULT RIDER 
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Weapons 


Fire 
Blizzard 
Thunder 
Dark 
Other 





This is a pretty fierce battle, one that will require a lot of patience and Hi-Potions. It's best 
to enter this battle with the Trinity Limit ability equipped. This enables Sora to attack with 
a solo Limit, which comes in handy against this enemy. 


It's important to note that this boss is a very powerful boss but he rarely follows up his 
attacks. Take advantage of these openings 

by attacking with a quick combo. Circle eal as 
him and keep at a fair distance to avoid (De bis i 




















his dash and projectile attacks. This w ge é me 

technique also helps Sora avoid the =<. f 

swarm of Rapid Thrusters. By focusing fe ay os 

on the Trinity Limit and rushing in when a” 

there is an opening, you can tum a difficult . 






battle into a relatively easy one. 









> 


Captain Shang is iscpine,couragems, nd sic. 

He endures quite a problem having tI2ad a bunch 
However Shang dutifully atemts to nel his troops iat 
“A force to stop Shan-Y! 


Aloo ? {4 Shang inital didn’t know what to make of 
“Ping” being a git named Mulan, her b avery touched his 
heart. infact, by Mulan W, Shang has a: ke for Mulan’ 
hand in marriage! 
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Weapons 
Fire 
Blizzard 
Thunder 


Storm Rider is waiting just outside the palace. Since this foe spends most of its time in 
the ait, equip Sora’s Aerial Spiral ability and other aerial attacks before leaving the Throne 
Room. This makes it a lot easier to reach this aerial opponent. 
An effective way to damage this flying 
Heartless is to attack its homs. Use the 
whirlwinds’ Reaction Command to launch 
Sora high into the ait. Lock onto either of 
the Storm Rider's front homs and swing 
the Keyblade. Once on its back, use Valor 
Form and go berserk on the homs. When 
the heast starts to spiral or tum, watch for 
another Reaction Command that enables 
Sora to grab onto a spike along its spine. 


Back on the ground, respond to its various attacks with Reaction Commands whenever 
possible. When it swoops down across the stage, stand in its path and use a Reaction 
Command that temporarily knocks it unconscious. As it flies around, stay on the move to 
avoid the electric charges that often appear where Sora is located. Respond to its laser 
attacks with Reflect spells. The hombing runs are somewhat difficult to dodge. The best 
way to avoid this brutal attack is to jump into the air with the aid of a whirlwind. 


After completing the Spooky Cave mini-game in the H 
becomes available in Hollow Bastion. Head over to the 
the Gullwings. 








The girls give Sora a hard time about lying to them aba 
hand over a nice present. Grab the GULL WING Keble 
then return to the World Map! 
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The Torn Pages located inside the Throne 
Room of the Imperial Palace unlock the 
Spooky Cave in the Hundred Acre Wood. 
The goal in this side quest is to find Pooh 
with the help of his friends. 


For a complete rundown on the essentials 
of The Spooky Cave, please 

refer to the Hundred 

Acre Wood section 

of the walkthrough 

on page 220 of this 

strategy guide. 
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To Courtyard 








. . 
EPO o08 hg eee ad Ener ee | Always ready with a kind word and comforting advice, Mrs. Potts | 


RAI el Pi beste Bs . is the castle's housekeeper, charged with taking care of the prince. 
Hee a eho eat CO nse te Soy teen She possesses endless patience, which is necessary when dealing 
Chip kept spirits high in BEAUTY AND THE BEAST, | with the eccentrics who inhabit the castle with her! 
i wi . sei Ht Woe ng Doe / | Mrs, Potts kept the Beast in line as best she could in BEAUTY 
sa 20s = : | AND THE BEAST, guiding him in his reluctant quest to leam to love } 


RE : —— | and be loved. 


+} Sa 





167 


















» (IMM em 0.00000000000000; 


Talk to the Beast inside the castle 


Defeat the Nobodies in the Ballroom 


Return 10 the Beast’s ruom and try to 
raise his spirits. Otvain the RUMBLING 
| ROSE Keyblade and the CASTLE WALLS 
MAP. Beast joins the party 


Revisit the Main Hell and defeat the 
Nobodies 


Bon outside and bette aiden. Acquire 
the SECRET ANSEM'S REPORT & 


Things seem normal when you arrive at the Beast's Castle. Belle is preparing for a date and the Beast is just plain 
grumpy. However, things take a turn for the worse when Xaldin appears and steals the Beast’s most prized possession. 
No, not Belle. He steals the rose! The goal here is to console the Beast and convince him to help hunt down Xaldin. 


The new enemy here is another 
Organization XIII member named Xaldin. 
Yup, he’s back! It wasn't enough that he 
tried to blacken the Beast's heart earlier 
in the game, now he wants to take 

the one item that holds the key to his 
salvation. Not much else has changed 
in the Castle. Expect to find Heartless 
lurking in the same spots as before but 
this time, however, they are at a much 
higher level. 
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To The Black Pear! 
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Weapons 
Fire 
Blizzard 
Thunder 
Dark 


















The Grim Reaper strikes again, but this 
time he has a new trick. When he drains 
the coins from the treasure chest, he 
becomes invulnerable. As long as he helds 
a single coin, he is impervious to damage. 
To knock coins from him, unleash a magic 
attack. Freeze him with Blizzard first, then 
follow up with some Thunder magic. This 
is a magic-intensive battle, so include 
Donald in the party. 

After gathering all of the coins, drop them into the chest using the Replace Reaction 
Command. You must return all of the coins to the chest before you can start attacking the 


Grim Reaper. 
© 442 i | Za 








Switch in Goofy and use Valor Form. If the Grim Reaper finds his way to the chest and starts 
getting coins, jump in close and land a dowble Reaction Command combo with Hinder and 
Loot Launch. This sends the Grim Reaper flying back and knocks loose many of its coins. 






Once you get the Ma net Elem 

second Grim Reaper eu tyes 
to Atlantica and pick up Where you last left 
off. For complete details on this 
little diversion, refer to the 
Atlantica section of this 
walkthrough on page 227. 
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Take the ship to the (sla de Muesta and 
help out Will, Talk to Jack to set sail. 


Luxord invades the ship. Defeat the 
Grim Reaper 


and in the Ship Graveyard. Acquire the 
FEATHER CHARM. 


Deteat the Nobody with the Medallion, 


Obtain the CURSED MEDALLION and the 
pay SHIP GRAVEYARD MAP. 


R fetwrn to the Ship's Graveyard to collect 


two more Cursed Medallions, 


Go ta Isla de Muerte and obtain the final 
Cursed Medallion. 


Head 0 Pr Royal othe net 


Showdown with Organization XI. 


Defeat the Grim Reaper! Find the Secret 
Ansem’s Report fi (Battle: Grim Reaper 
{Seennd Battle}) 





‘Tim 
| PIRATE 


bp) LANCE SOLDIER 


= FAPID 
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The next stop is Port Royal, where another Organization XII] member is on the loose. It seems the curse is active once 
again and Undead Pirates are all over the place. The goal here is to determine what caused the curse to reappear and 
fix it! As expected, Jack Sparrow, Elizabeth and Will Turner are in Port Royal to help out. 


h » SKEVBOINIS 


Grim Reaper: Mark One 


The Organization XII member in Port Royal is Luxord. His Heartless of choice is the Grim Reaper. Unlike Xaldin, the Grim 
Reaper in his original form is easy to defeat; just lock on and start hitting him with combos and Limit attacks. There is 
plenty of time to recharge your gauges before the actual boss battle, so use whatever you want. After the fight, the party 
receives the following Get Bonuses: Summon Boost (Sora), HP +4 (Donald), Draw (Goofy) and HP +10 (Jack). 





Gotha 
4 Attack 
Magic 
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Drive 


Collecting the Cursed Medallions 


After acquiring the first Cursed Medallion from the Gambler in the Ship's Graveyard, it becomes obvious that the heroes 
must track down and collect the remaining three medallions. The way this event works is as follows: There are three 


Gamblers hiding out in the Ship's Graveyard and in the Isla de Muerta. When you enter the segment of the map where 


one is hiding, you have a set amount of time in which to defeat the Gambler and regain the coin. If you fail, simply leave 
that segment of map and re-enter to reset the time limit. Refer to the following table for a list of locations, 


NAME OF LOCATION TIME LIMIT 


Isla de Muerta: Cave Mouth 
Isla de Muerta: Powder Store 
{sla de Muerta: Moonlit Nook 


Isla de Muerta: Treasure Heap - 


Ship’s Graveyard: Seadrift Keep 
Ship's Graveyard; Seadrift Raw 


(nrornanrion 


® Agta 





10 seconds 
2 minutes 
3 minutes 
1 minute 30 seconds 
30 seconds 
2 minutes 


mnrorenArtion 
vefore the Nobody escapes! 


% 97-0 103 
® Bion 4 
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Any time that Xaldin flies away on his spears, run down the bridge as far as possible to 
avoid his wind attack. Fortunately, King Mickey is here to help out as long as you don't 
give up. King Mickey can't defeat Xaldin on his own, but he can restore Sora with his 


ego ae Drive Gauge. 


be saep 2 ip your entire 

Before entering this ae non tes 
re tate by locking on and jumping a 
attack, 88 Yaldin’s speed ago . 
difficult to counter. Watch Q : 


battle progresses : 

par switch hm out ot efi sal to staying alive and inflicting ton al 
: js essential ; Lis p 

The Leam Reaction poner Command that replaces sar a number of these 

one, you will earn & tae so don't miss amy an on Fim out of bis offensive 

to hold more than one JUMP off-quart. sr Combo finisher, the more likely 


ile on the Ait C08 ; ae 
you will keep him off his tee rete while atackin This means eee si 
Cickty sun avvay i he gorse faster and stronger ta before. Avoid g 

a herserker-like stance, ma + can result in instant death. 


a comer while he’s in this stage. 88 it 



















As far as Drive Forms are concerned, both Valor and Master Drive provide power and speed 
advantages, but neither will bestow the damage of the Beasts Limit. This is a great way 
to finish off Xaldin, At the end of the battle, the Get Bonuses are a MAX HP increase for 
Sora, Donald and Beast, as well as the REFLECT ELEMENT for Sora and AUTO HEALING 
for Donald. 
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It’s time to revisit Olympus Coliseum where the Underdrome is back in business, causing Hades to make unreasonable 
demands. This time he wants Sora to take part in the Hades Cup. That seems reasonable for Hades, until it becomes 
apparent that Auron is acting strangely. Find out what's up with Auron, then turn the tables on Hades! 


Hades announces the Hades Cup, 
Participation is mandatory! 
aveavit | th dal 
- 0 Vl 13 
“REVEALS 
Sign up with Pain for the first roand 4 ti Uy CALLIN 
of battle 
rhAnm eaAmon {i ms 
PiiG 1iGuGesd UU 


Sign up with Pain for the semi-final 
round of battle 


Follow Ayron into the Cave of the Dead 


Talk 10 Agron in the Underworld Entrance 


Head into the Underworld and obtain 
AURON'S STATUE Defeat the Nobodies in 
Hades’ Chamber 


Talk to Pain to enter the Finals and help 
out Hercules. Auron joins the party 


Defeat ltades! Acquire the GUARDIAN 
SOUL Keyblade 











CRIMSON JAZZ. 









TORWADO STEP fies 


j 
I 
MORNING STAR MINUTE BOMB 





;NEOSHADOW 









The Hades Cup is similar but also 


ONTRINES Gurnst 


different in a couple of ways, Once 
Hades’ scheme is revealed, talk to Pain 
to register for the first round of battle. 
When you enter the arena, simply defeat 
all the various monsters that spawn 
throughout the arena, Expect more 
reinforcements to arrive as the first 
group is defeated. To win the round, you 
must defeat all of the monsters on the 
field. Once you finish the semi-finals, \ aa lel | f 
then the fun really begins! AE RWN 
ha 
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At this point in the game, you should hav t 
FIL Panic Cup and the Cerberus Cup. More than likely, you will have 


taken part in at least one of these cup tournaments. If not, there is 
no need to fear! The following section will explain everything. 
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Weapons 
Fire 
Blizzard 
Thunder 
Dark 
Other 
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ut Hades in his place once and for alll This battle takes place in Hades’ 
very own coliseum, the Underdrome! Begin the battle with an all-out offensive attack. 
Although you cannot inflict any damage, the faster you attack the faster you'll eam how to 


counter Hades’ invulnerability. 


Finally, itis time to pi 





attacks while he's in flame mode. But you can 


Hercules’ Aura Spheres at him. U 
the bubble flying toward Hades. This douses the dangerous fires, enabling Sora to inflict 


damage. 





Goofy and Auron make @ powerful team. 
Start off with Auron’s Overdrive (if possible) 
as soon as Hades isn't in flame mote. This 
should allow the maximum amount of time 
to inflict damage against Hades, Afterwards, 
use Valor Form to increase your power and 
refill your MP for another Overdrive Limit. 
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Jafar is back and he’s tougher than ever! Grab Aladdin and let lago lead the party to the Ruins to find and defeat this evil 
genie. There is a lack of Organization XIII members in this world, but the Heartless are back in force. And wouldn't you 
know, you finally get to ride on the magic carpet! 


OBJECTIVES 
1 LE) Be aneieoinis 
cal Z é | Flying on a Magic Carpet 


TBR the ins, detest al ot the Heartess, 


- 


You get to ride on the Magic Carpet while 


in the Ruins. G 
accustomed to the controls while the Ruin ‘ 


S are relatively free 


of enemies, as later on you have to fight Jafar 


while on the magic carpet. Your skill at flying 
the magic carpet during this battle could mean 
the difference between Success and failure! — 





While on the magic carpet, there are plenty of Heartless to 
fight and tasks to complete that require a delicate touch. 
These things ensure that you get a feel for doing normal tasks 
while on the carpet. Keep in mind that when you ride the 
Magic Carpet, you do so alone. There are no allies to help out, 
so prepare for that as well. 
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In ALADDIN, Jafar sought power any way ipso 
devised a dtferent plant rule Agrabab by using an ancient 
law that would force Princess Jasmine to marry bim if no other 
worthy suitor could be found before her next birthday! Then 


Race te Place and ao aa et 
the WSHING LAMP eae 
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Fire 
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This battle takes place on the Magic Carpet alone and with no allies. Jafar has two The Get Bonuses for winnie s: 
weasel i chee epi ns PO Cana ESET Sa wg 
Gauges. However, another way to get to him is to attack hi ‘s complete that s A i Shi 

HP Gauge to make Jafar temporarily immobile. Stat by attacking his stomach, then focus Word i you wish SW an head fr the Hud Ace 











Jafar has quite a few nasty attacks in his repertoire. Watch out for his fireballs, which 
come from mid-air and are difficult to avoid. Stunning Jafar puts an end to the fireballs, so 
approach his stomach while constantly moving up and down te avoid the fireballs. 

During another attack (which is more prevalent in the second half of the battle), he 
transports Sora to another dimension. He then starts to toss buildings at Sora from afar. Fly 
toward Jafar on the Magic Carpet while dodging the buildings. 
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Jack has gotten himself in a bit of trouble, Someone 
has been stealing presents and Santa is blaming 
Jack. The goal here is to help Jack find the true 
culprit and bring him to justice! Perhaps Dr. 
Finkelstein might have a clue? 
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This episode in Halloween Town starts off with a bang! This battle is more like @ puzzle than a boss fight. The main point of this battle is to daze each foe, then trap them in one of the boxes 
around the room. Lock on to any one of them before you start knocking them around. You can also try to herd them together and try to damage all three of them with a single combo. 


Prior to knocking them unconscious, lead them close to a box before landing the final swing. Run to the opposite side of the box and press the @ button to use the Capture Reaction Command 
to smack the box inte them and lock them up. If you take too Jong to capture any of them, or if you capture them before knocking them unconscious, they will eventually escape. 


After capturing two of them, use the Magnet spell to ensnare the last one and quickly box him before the magic fades. You don't have to knock the troublemakers unconscious to capture them, but they 
do remain in the boxes longer. The Get Bonuses for winning this fight are an extra [TEM SLOT (for Sora), +4 HP boost (for Donald), AUTO CHANGE (for Goofy), and +5 HP boost (for Jack). 


Making Faux Presents 


To catch the person Stealing all of the 
Decoy Presents,” Head to the secon 


d floor of the Fact i 
Room. Talk to the helper, who describ ae eis. 


es how to create presents. 
Simply shoot the contents of the 


present in 
to th 


& gun when it gets empty. When Lock, Sh 
around, shoot them with the presents to stu 


to bait this trap. The larger boxes can hold 


e boxes as they come out and refill 
ck and Barrel appear and start fooling 
n them. You need 100 Decoy Presents 
More gifts, so try to fill them first. 








The Experiment is a motley collection of spare parts that Dr. Finkelstein has put together 
mest ingeniously—and kind of poorly. The more you hit it, the more the Experiment falls 
apart. Unfortunately, the various parts have the ability to regenerate and occasionally attack 
when disconnected! The trick is knowing which parts to use against the body. 

Watch for the torso to disconnect and spin around like a top. Run up to—don't jump at 
it—and use the Reaction Command to hurl it at the rest of the body. You can't damage the 
Experiment when it's spinning, so only attack it when the torso is connected te other pieces. 
Don't waste any Limit and Drive attacks against the spinning torso. 


One way to deal significant damage in 
a short amount of time is to attack with 
Donald's entire Duck Flare Limit. This one 
ability can deplete two HP gauges. 

Be careful of the Experiment’s lost 
limbs. Its left arm attacks with a giant 
whirlwind when it is attached. When it is 
disconnected, it flops around like a slinky, 
creating shockwaves when each end lands. 





When the head is connected, it attacks with vertical lasers. When the lasers appear, jump 
aside to avoid being juggled. If it disconnects, it will follow you in the sky while firing its 
laser. in the end, the floating torso will be the only remaining piece. 
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become pests again. Help Simba reg 
once and for all! 


j 
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Defeating these three foes is a cinch if you have the right spells! Enter the 
battle with the Magnet spell set for easy access. The goal is to catch Ed, 
Banzai, and Shenzi and beat them to a pulp. They are very fast, hut they 
don’t fight back. 


Run around constantly and try to lock on to them. When you're successful cast 
Magnet to draw them in. Follow this up with a combo and Simba’s Limit. if you 
aren't adept at using Magnet, Simba’s Limit works when you're within range. 


The Get Bonuses for this battle are an ACCESSORY SLOT (for Sora), a +4 HP 
boost (for Donald) and a +5 HP boost (for Simba), and MP RAGE (for Goofy). 
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After acquiring the ability to cast 
Thundaga (provided by the Thunder 
Element you win from the Groundshaker) 
IIs time to pay a final visit to 
Atlantica. For a complete 
rundown of this short 
diversion, refer to the 
Atlantica section of 
this strategy guide on 
page 227 
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GROUNDSHAHER 
rhs bat isa two-an-oe fight with Simba at your side. The bate begins wih He 
neve Connan eas, ning wih 2 cman 0 pi we button. When he bss isa ut of te 
After knocking the Groundshaker unconscious, lock on and attack ts eye existence. Once again, hop : Heartless on the beast’s back start ‘ 
to hit him again, = onto the beasts back where the Heartless uff on 
i will rematerialize 





When he awakens, dash up to him and use the Reaction Command on his head or legs to 
jump onto his back, While on the boss’ back, lock onto the Heartless’ core and attack it. This 


is a great time to take advantage of Simba’s Limit. 





Healing is important in thi 
Potions. Also, ring battle, so don't forget 





afi 's Limi to equip Simba and Sora wi 
inflict is erage ct attack every ti mba and Sora with a bu 
The Groundshaker's primary attack is a lightning-based laser. You can dodge it if you stay WE ‘8 amazing, possibly tuning this bas a tee within range. The phd 
tr from its back until you get thrown off. Tiahter eee te, hoth Sora and Simba receiv Y fe into @ winning one, 
; @ +5 HP and Sora also obtai 
ins a 


close and continue to attack the mons 
Also, use the Dash ability while on the ground to avoid the Groundshaker’s shockwaves 
and floating lasers. Rather than rush up, circle around wide enough to avoid his attacks. 
iock ont ether eve and swing away but avoid the lines ofr. 


When you reach his head. 
Fee dubs wath forte Fed Reacon Command to eg he opening ts 


of reactions all over again! 
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Save Point 
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Revisit Hollow Bastion to check on things, then enter Space Paranoids to complete this last re-visitation. It seems that 
the MCP has gotten worse since your last visit and now Sora and Tron must find a way to break into the system and 
decommission the MCP and Sark for good. 



























Return to Hollow Bastion and head to 
Merlin's House. a oy 


Defeat the Heartless in 
i. wee In Space Paranoids, the MCP is still continuing to wreck 


havoc and it is affecting the computers in Hollow Bastion. 
The obvious place to go is the I/O Tower, as Sora is advised 
Talk wo idan theres othe gang a when he decides to re-enter vat Paranoids. Of course, 
Merin’s House to learn about the MCP the MCP has blocked access in the I/O Tower, so you must 
find another way to break into the computer. The solution is 
the Solar Sailer in the Simulation Hanger. Run there and set 


Head to Ansem’ Study and tak to Leon sail to the Central Communication Mesa. 


shout the MEP Get the SLEEPING LION The trip to the Mesa is one fraught with danger, as the 
Kaplate Heartless are relentless once again. When they ambush the 





ship, you must quickly dispose of them before they overload 
Access the terminal and enter Space the ship and cause more problems. Use Tron’s Limit to help 
Paranoid atthe Fit Cel. defeat the first batch of Devastators. Use Tron’s Limit at 


least one more time during the battle as more Devastators 


appear on the scene. eight, t ar saile t be able to fly eases) 
: AMIT GAUGE 


Access the terminal in the Pit Cell and 


wom tthe Game id Keep the party healed and try to defeat each group of 


monsters as fast as possible. At the end of the battle Sora, 
Goofy, and Tron all receive +5 HP. boosts and Donald learns 


MP Hastera. 
Defeat the Heartless menacing Tran. tron 


joins your part, 


Head over tothe 1/0 Tower from the 
Pit Cel, 


Defeat the Heartless blocking the 
entrance into the 1/0 Tower, 


Head to the Simulation Hanger and 
approach the Solar Sailer Simulation. 


Fly the Solar Salier to the Central 
Computer Mesa. 


Defeat the MCP and Sark. 
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Weapons 


Fire 
Blizzard 
Thunder 





Defeating Sark and MCP is a two-step process. During the first round, lock onto Sark and 
ignore his cronies. You can use a Form or Limit to defeat Sark, or you can jump in close and 
use Tron’s Setup Limit to damage Sark and the four Strafers. Ultimately, your allies should 
have no problem defeating the Heartless on their own. 


Sark always says “Data Transfer” when he is about to teleport. Jump around or use @ Reflect 
spell if you encounter any problems with his projectile attack. With so few attacks and so 
few HP Sark is an extremely weak opponent. 





Round two starts off with the MCP’s appearance and his “resurrection” of Sark. The transfer 
of powers tums Sark into a powerful giant; or at least, that is how it looks. The rest of this 
battle is actually straightforward once you leam the pattem. First, disable Sark by bashing 
his shins until he keels over This provides easy access to his vulnerable head, so start 
hitting it. Repeat this several times until Sark gets knocked unconscious. 





Another technique to use is to run away. 
After running a certain distance, Sark 
summons @ wall to block Sora’s path, Use 
a double Reaction Command to climb the 
also knocks him unconscious and takes 
less time. Repeat this process every time 
he wakes up. 
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Nograms. 


STE EM ATS 


Sephiroth, the one-winged angel, is 
assuredly the most difficult adversary 
in the game. He is the embodiment of 
darkness and Cloud's eternal rival 


Weapons 
Fire 

4 Blizzard 
Thunder 





As the battle begins, press the © button to use the Block Reaction Command. You can't counter or 
dodge this attack, so guard against it. Watch for other opportunities to use this reaction as the battle 
progresses. After dashing past Sora, Sephiroth leaves himself open momentanily. Take advantage of this 
by unleashing 2 powerful combo followed by the Trinity Limit. 

If Sora’s MP is gone, you have @ couple of choices. You can use an Elixir and continue the Trinity Limit 
assault. Or you can Glide around the stage and wait for his MP to replenish. Once it does, get in clese to 
use the Trinity Limit again. This is a time-consuming tactic, but greatly increases your chance of victory. 
If you have Berserk Charge equipped, take advantage of the Trinity Limit's knock-back with a few more 
hits. Do not get over confident, as Sephiroth will recover and has extraordinary speed and range. 
After losing half his HP Sephiroth begins to get serious. Watch for him to raise his left arm into the air and call forth a wall of fire. This fire draws Sora toward it, so use the Glide ability to get 
away. Any time that orks of dark energy begin forming around Sora, jump away and prepare a Reflega. 

Sephiroth's most devastating attack leaves him wide open. Any time he rises high into the ait, lock on and move in to attack. Use the Aerial Spiral ability or Trinity Limit te knock him out of his 
stance. If you can't reach him in time, Sora’s HP is reduced to one and his MP to zero. Sephiroth's Meteor Shower is also quite powerful. During this attack, use the Glide ability and circle the 
stage to avoid the falling meteors. 














The Ultimate Confrontation 


After defeating Sephiroth, it's finally time to tell Cloud his whereabouts. Visit the Market Place and talk to 
Cloud. Tell him that you ran into Sephiroth and that he is located in the Dark Depths. Return to the Dark 
Depths and speak with Sephiroth to set the epic swordfight in motion. After watching everything unfold, 
Tifa hands over a new Keyblade! 


When Sora first encountered Cloud, he was a lost soul under contract 

from Hades, sent to destroy Hercules. Now Cloud is hack, free of 

Hades’ influence, but still searching for the light in his heart. ..and for 
the embodiment of his darkness, Sephiroth. 


Cloud Strife is the hero of the immensely popular Final Fantasy Vil. 


A mercenary hired to fight against the Shin-Ra Corporation he and 
Sephiroth used to belong to, Cloud and the rest of the cast of VIl have 
become some of the most popular characters in role-playing games. 
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Upon laning in Twiight Town, head from 


sped Save Point 
tha train station to the Old Mansion, 









Meet wrth Haynes aed company sutside 

the Old Mansion eta! the Robots 

with he pa King Mickey. Mythril Crystal _ 
= Central 


Entes the Old Mansion and go to the Station 


Computer Room in the basement Orichalcum 


Talk to Pence to input the ame of the lea 
Cream that Ansam the Wise fiked 





Hi-Potion 
R 

Touch the opt stream ty ener the other Potion (Roxas) sis 
Twilight Town. Obtain SECRET ARSER'S 

my REPORT 10 





Inthe alternate Twilight own, touch the 
dark ball of energy in the room next to 
the Computer Room. 


Orichalcum+ 







Potion 


Ability Ring (Roxas) 
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Deteat the Nobodies i the warid of 
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Enter the World That Never Was. 





Ultima Recipe 
(Sora) 





198 


Mythril Crystal (Sora) Potion (Roxas) 
Mythril Crystal Mythril Stone 
(Sora) (Sora) 


A 





Mythril Stone (Sora) 









Hi- Potion 


Elixir (Sora) (Roxas) 














Orichalcum (Sora) 
Potion 


(Roxas) 





Elven Bandanna Potion (Roxas) 
(Roxas) 





Hi- Potion 
(Roxas) 





Save Point Save Point 
Mythril Shard pris 









Hi-Potion 
ythril Shard “‘ 


Potion 
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Before you head to the final world and a confrontation with the members of Organization XIII, you need to wrap things 
up in Twilight Town. If you recall, a second Twilight Town opened up while you were revisiting the other worlds. Now it 
is time to visit and see if that world leads to the World That Never Was. 


KEVROINTS 


Treasure Galore! 


There are 17 new chests to open, but 10 of them must wait until you complete this episode. When you get to the Old 
Mansion, search for the new chests on all of the floors. 


The remaining. 10 chests are located 
in the Sunset Terrace area and the 







3 new Underground Concourse. The 
\ } Concouse connects the entire town 
’ y ‘ through the tunnels thatwere previously 


inaccessible. 





THe (Ut rima(Wearon!] 

Want to construct the Ultima Weapon? Then you'll need the ULTIMATE RECIPE, which 
is located in the basement in the hallway leading to the Pod Room. Don’t leave this 
area without picking up this important item! 
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The Pathway to the World That Never Was 


To yeach the World That Never Was, you must travel between the two Twilight Towns. First, head to the 

Old Mansion and go down into the basement. The computer in this version of Twilight Town is functional 
(remember that Roxas destroyed the other one), but it needs a password to activate the portal between 

the/two worlds. Ansem loved Ice Cream and, hopefully, you have been speaking with Scrooge McDuck 

in Hollow Bastion (now Radiant Garden) as he created his Sea Salt ice cream. 


Input the correct password and touch the beam of light to change worlds. Now go into the room off the 


Computer Room and enter the sphere of dark energy to access the world of Betwixt and Between, Now 
it's time to complete this adventure! 


Make sure you get it right. It won’t take 
an incorrect password! 















A wind little guy. Vivi hangs out with Seifer’s gang and 
wants te be tough like them. Unfortunately, he's so meek 
that he mainly ends up being the gang's gopher rather 

than an actual member of the “Disciplinary Committee.” 
Who knows what he looks like under that huge hat? 
Vivi was a principal character in FINAL FANTASY IX. using 
his magic to help Zidane, and also find out the truth of his 
origins. But Vivi's costume design can be traced back to 
the Black Maye character-class from the very first FINAL 
FANTASY game, all the way back in 1987! 
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Save Point 


Mythril Gem 









Mythril Crystal 










Cosmic Belt 





Meet the man in the black coat. Acquire 
the SECRET ANSEM'S REPORT &. 














Defeat Xigbar in the Hall of Emapty 
Melodies. Obtain the SECRET ANSEM'S 
} REPORT 3 









Stiltzkin’s Moogle 









Shop 
Meet Kairi and Riku on the upper floor 
of the Hall of Empty Melodies. Get the 
rscrenbosegeata a Orichalcum+ Mythril Gem 







Enter Havoe's Divide and defeat Luxord. 












> 
Acquire the SECRET ANSEM'S REPORT 9. i) 
} ha 
Save Point a 
Enter the Addled Impasse and defeat 
Sait. Obtain the SECRET ANSEM'S ' 
REPORT 12. ae 







Stiltzkin's Orichalcum 


Moogle Shop 







Riku joins the party. Get SECRET 
ANSEMS REPORT 11. 











Mythril 
Crystal 
Defeat Kemnas ar the Heartshawer 
Acsuie the SEDRET ANSEM'S 

REPORT 13. 












Enter Kingdom Hearts for the fal battle! 





SHOP INVENTORY 





AP Boost 









To Betwixt 


and Between 
~ ates 





Save Point 


Tim -5 | 3m 











 JANENOINES 


The World That Never Was 


This is an unusual world. Thought to be the home of the Nobodies, it shouldn’t come as 
much of a surprise to find the outside out town covered (almost literallyjin Shadow and 
Nepdshadow enemies. If you haven't quite reached Level 50, try to do so now by defeating the 
swarm of Heartless in the streets. 


Asjyou enter the center of town and head to Nothing's Call, the Nobodies start to appear, 
including the new Sorcerer. The Sorcerers are an interesting bunch, as they surround 
thamselves with a bunch of coded boxes that they use as both a defense and a weapon. 
Wait until you get an opening to attack the Sorcerer directly, or you may get knocked back 
by the barricade of blocks. 


Thé monsters, both Nobodies and Heartless alike, appear in several waves, After 
triggering the mobs in certain areas, they continue to spawn until they are all history. 
Again, this presents lots of leveling-up possibilities, so take advantage of them. 











After completing the event at Memory’s Skyscraper, you 

acquire the ability to lear the Final Form. This does not occur 
automatically as with the other forms. Instead, it occurs randomly 
When you use any of the other Forms in battle (sort af like Anti 
Form). The main difference, however, is that once you tngger 

the Final Form, you leam it for good and can choose it on the 
Drive menu like a normal Drive Form. 
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Weapons 
Fire 
Blizzard 
Thunder 
Dark 
Other 





When the stage shrinks 
t0 a small p 
. Ke : Square, Xighar , 
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rand +5 HP boost fr Gooty You ELEMENT for Sora, an extra 





Xighar begins the battle by sniping from a distant platform. Use the Break/Warp Snipe 
Reaction Commands to hit the beams back at him. Once Xighar retums to the stage, use 
Reflect Magic to return his various shots back at him. Take control of the camera and lock 
on to keep track of him as he teleports around. 
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Xighar uses his magic to change the stage’s shape. Retum his shots with a Reflect spell, 
then run up to attack him while he is dazed. Limit attacks and Valor Form are extremely 
useful here. If you have obtained Final Form and its level is comparable to Valor’s, use it 
instead. Use the Reaction Commands whenever possible, too. With a series of Warp Snipe 
Reactions, you can knock back his large blue beam attacks. Watch for small black portals to 
appear; he fires through these to attack from odd angles, You can't knock back the shots at 
Xigbar, but you can reflect them to prevent damage. Keep moving to avoid his attacks when 
he teleports directly overhead, 
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Weapons 
Fire 
Blizzard 
Thunder 
Dark 
Other 

















Th bate agains rod ings someting new 1 the abl, Rather then otacna Toward the end of battle, Luxord 
ren HP iba fought aginst ie Both Sara nd Ln have bar ORC dodge the cards he throws spreads cards around the arena’ 
Sa sree’ Tine bars empl fist ses. nartunty his dest preven Ser Gide ability se his fp hin ilopats around. you hove atone around to 
from dying if his HP reaches zero. ec iaics him at a distance, ed the Final Form’s 
This battle is a mind game in more than one aspect. Being a gambler, Luxord is fond of to use the Besin Gam se ie Opportunity 
changing Sora into card and a die. Magic and Items are unusable in these forms. There is which tums the text in th ion Command, 
no proper response to being shape-changed; just hounce or glide up to him and attack to buttons into Xs and Os, Asseoom bar 
apply pressure. This keeps him from inflicting too much damage when you can't heal. press the button on an 0 : : ra is to 

by to avoid being cursed and ty adorns 









into a die or a card. For defeating Luxord 


Sora gets a +5 
avs icon SEE 


Pee 











IDFORRATIO‘ 


a 
a SORA 





Watch for an opportunity to fip the cards 
with the Flip Reaction Command while 
focusing your attacks on Luxord. Watch 
for bim to tun himself inte @ card. When 
this occurs, keep track of Luxord's card as 
it is mixed in with various others. When 
the cards stand up, use the Flip Reaction 
Command on him. 
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Weapons 
Fire 
Blizzard 
Thunder 
Dark 
Other 


i 






Defeating Saix is a matter of avoiding his devastating attacks when he goes Berserk. The 
battle starts with Saix entering his Berserk stance. The bar at the top-left indicates both 
how much longer his Berserk stance remains and when he can use Berserk again. Rather 
than wait for these critical strikes to run their course, look for a weapon to appear in the 
ground. Grab it and hover over to Saix and use the Berserk Reaction Command to force him 


out of Berserk stance. 








The hest time to atta 5 
* ck Saix 1S whe : . 
maximum damaye (Donali’s Duck Fe he is not going Ube tina 
dealing out demane an nce iageodcions. ne Use Limit attacks to inc 
an eye on on and refiling Mp ). Valor and Final Form are excellent 




















Saix’s Berserk stance becomes more powerful as his HP is reduced. His first attacks are blue 
flames that jet out from where the attacks land. After taking damage, his attacks evolve 
into shockwaves that strike repeatedly. The best way to avoid Saix and any of his attacks 
is with the Final Form’s Glide ability. 
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Weapons 
Fire 
Blizzard 
Thunder 
Dark 
Other 








is ij battle against Xemnas, meaning Drive Forms aren't available. When 
sa tis cae Xeno onl sas toes is be occurs, he is temporarily 
invincible. Watch for Sora to be surrounded by dark crystals that slowly deplete his HP. Run 
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When the battle resumes, Xemnas again wraps himself in darkness and warps around th -. Before you head into the final battle, it’s time to take care of a 
battlefield. This happens countless times throughout the batle. Any etalon while p— few loose ends. if you haven't done so already, return to Hollow 
shrouded in darkness, respond by running away so that you can see : : a Bastion/Radiant Garden and take on a certain secret boss wha 


is Well known to FINAL FANTASY Vil fans. The reward for 
conquering this foe is a powerful new Keyblade! 

If you decide to acquire Fenrir, you might want its companion, the 
ULTIMA WEAPON. You can create this weapon by using Synthesis 
from the recipe found in the Old Mansion in the basement in the 
hallway to the Pod Room. To complete the recipe, you need all the 
Orichalcum-+ found in the game thus far plus the one given away 
as a prize in the new Goddess of Fate Cup. 





ide from the dark Xemnas only has two techniques, The fist is a combo attack yo. Finally, if you are playing in Normal Mode and you want to see 
sm alvilin maa When he attacks, use the ris in front ofthe builing to slow KZ the entie cinematic ending (including a secret part!), you should 
him down. e/ work on completely filling out Jiminy’s Journal. This means that 
The second technique isa light shield that materializes in front of him. This signals the best JAS you need to play mini-games, complete the Missions Log, and 


: i i ttack from the side. Use the find th Heart aN do these thi 
time to attack Xemnas. Approach him from a slight angle and a U8. nd those rare Heartless enemies. You must do these things now, 
Tinity Limit atack as sip graghaneis texas So ares before you enter the Final Battle! 

tem invulnerability. This is Sa oo ans Evy Wy ae re ao 
ins combo. er winning eft Sonus a +10 MP boost. Now it’s time to finish things Y. 1s ~~ oS ~~ = CPZ PPEY 4 
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Weapons 
Fire 
Blizzard 
Thunder 
Dark 
Other 





Run up to the buildings as they spring from the ground and use Sora’s Slicer Reaction Command to break through them. Head forward into the next area and continue onward. Use the Escablade Reaction 
Command just as the buildings are about to hit Sora. Fallow this up with a few Sky Scraper Reaction Commands in mid-air to make it to the next area. 


The next section involves hitting enemies 
inte two giant laser cannons. You start on one 
cylinder and then move to the next one until 
you can create a mess large enough to cause 
each engine to explode. Use your Magnet spell 
to make quick work of the Fleating Mines; 
just draw them in and smash them into the 
engine. When the charge is set, watch for an 
opportunity to use the Stunt Dodge Reaction 
Command to avoid the blast. You must repeat 
this until you destroy the lasers on each side, 
so hang in there! 

In the next section, lock on to the Energy 
Core and attack with everything in your 
arsenal. When the Nobodies appeat, a barier 
surrounds the Energy core. This barrier makes 
the Energy Core invulnerable until Sora can 
defeat all of the Nobodies. Make quick work 
of these foes and return to attacking the 
Core. When it runs out of HP use the Proceed 
Reaction Command to finish it off and 
continue to the final confrontation. 
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Xemnas in Dragon form. Press the & 
button to bat enemies away manually 
when they get too close. The Laser on 
the@ button is good for taking dawn 
enemies from afar. 


Use the Drain ability (®) whenever 
lasers are shot at Sora. This pulls them 
in and fills your energy bar. The key to 
the battle is the Megalaser on the @ 
button. Once your energy bar is full, 
this option becomes available for use. 
Wait until the main ship is in front 
of you before unleashing this attack, 
The regular Laser isn't particularly 
powerful, hut works to finish off 
what the Megalaser leaves behind. 
You must defeat the main ship from 
five distinct vantage points before 
progressing to the next stage. 


Limit with iy, 
Xemnas’ attacks 
Still has the shie 





are powerful and hy 
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Stage two introduces's Gummi:ship-type battle into the equation, Treat this like any other 
Gummi Ship mini-game and-youcan't go wrong. The only difference is that the enemy ship is 





















SHI 





2) 

+ 
> 
=} 
m 
faa} 
 } 
= 






When Xemnas hits Sora and Riku into space, use the Glide ability to float back to the ship. 
Dodge the buildings by jumping or dropping at the appropriate time. You can dodge the homing 
lasers the same way. but try to use exaggerated actions. When dropping, allow extra time for 
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A temporary retreat can work if Sora is low on HP and there are no means to cure. Jump away 
while constantly tapping the@ button to deal with any Reaction Commands. Given enough 
time, Riku will eventually heal Sora. 


After taking significant damage, Xemnas captures Sora. This forces you to play as Riku. Work 
your way to Sora while repeatedly casting Dark Aura to push back Xemnas’s clone. Free Sora 


with a Reaction Command to regain contro! of him. 

















Continue the assault until the final sequence. When Xemnas is almost defeated, he starts 
a super-fast laser attack. To reflect the lasers, rapidly tap the @ and & buttons (in other 
words, Reaction and Attack). This is a very tricky sequence and one mistake will spell certain 
death. Make it through this portion of the fight and the game ends in a spectacular fashion! 
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B Deteat the Heartless trying to steal 


MH  flotuin tothe Hundred Acre Wood and 


B \lroughout the various worlds. Return to 


The Gummé Ship automatically returns tw 
Hollow Bastion. 


Enter Merlin’s House and talk: to Merlin 


Taik to Donald to enter the book, Winnie 
the Pook 





Enter the section “Pooh Bear's House 
and talk ta Pook. 


the hook, 


Pooh Heat's House. Get the HUNDRED 


ACRE WOOD MAP. 


Tatk to Pooh 


Back in Hollow Bastion, Merlin hands 


aver the BASEBALL CHARM, This item 
lets you summon Chicken Little 


Continue collecting TORM PAGES 


Merlin’s House and revisit Hundred Acre 





Wood to see if the retumed pages help 
ture Pooh's amnesia 
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The Hundred Acre Wood is one of two areas that you visit in brief interludes in-between the other larger worlds. To enter 
this area, you must visit Hollow Bastion and use the Winnie the Pooh book that Merlin found in the Zero District. Before 
you can get too involved in helping out Pooh, you must find the missing pages that the Heartless have stolen. 


—<IKEVPOINTS 


The Winnie the Pooh Book 


To access the Hundred Acre Wood, you must use the Winnie the Pooh book in Merlin’s House in Hollow Bastion. The 
book resembles a pop-up book. To enter a world, go to the pop-up representation of it. To leave the world or save your 
game, use the points on the page designed for those functions. 


Upon first entering the book, all of the destinations are accounted for, however, you can only enter Pooh Bear's House. 
After Sora gets booted from the book and the Heartless steal some of the pages, the only access point that remains is 
Pooh Bear's House. To enter the other destinations, you must find the missing pages. 





Locations of the Missing lorn Pages 


As you proceed through the game, you'll encounter large Treasure Chests containing Torn Pages. These pages are 
automatically inserted into the book of Winnie the Pooh as soon as you reenter the World Map. Upon doing so, you can 
return to Hollow Bastion and revisit the Hundred Acre Wood to complete the next section of the story. 


The pages are not actually associated with a set location, but rather they open areas up sequentially. It progresses in 
the following order: Piglet's House, Rabbit's House, Kanga’s House, and finally the Spooky Cave and Starry Hill. The Torn 
Pages appear in the locations listed below. 

® Disney Castle, Library 

S The Pride Lands, Oasis 

@ Hollow Bastion, Crystal Fissure 

@® Land of Dragons, Throne Room 

@ Aagrabah, Tower 


Summon Command 


By the end of the first visit to the 
Hundred Acre Wood, things may 
seem kind of dismal. But upon your 
return to Merlin’s House in Hollow 
Bastion, the party gains a new 
command feature: the Summon 
Command! The first charm is the 
Baseball Charm, which is used to 
summon Chicken Little into battle. 
Give it a try at Olympus Coliseum 
and get into your first battle! 














Neus lEems: 
Defense Boost, AP Boost, Mythril Gem 








Hous to Play: NUTS a 10 POINTS: 
Talk to Piglet at Piglet's House. TREE 400 POINT. 
Jiminy Objective: |__HUNNY POTS as a... DPOINTS = g 
Finish with a score of 18,000 or more. 
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It's Windsueyou whee you arrive back in the 
Hundred Acre Wood, which means only one thing: 
Piglet is having some problems. His tiny body is no 
match for the blustery wind that blows through the 
forest. Grab the three items in the chests around 
Piglet's home (including the Defense Boost), then 
stand underneath Piglet and press the @ button to 
rescue him. 




























This triggers a mini-game called “A Blustery 
Rescue.” Here you and Pooh travel through the 
air with the help of a few balloons and a very 
stiff breeze. This works like a side-scrolling 
shooter, as you must destroy all of the debris 
that gets in the way. If Pooh gets lost, use the 
Reaction Command to rescue him. You can 
also use the Wee Tornado or Giant Tornado 
Reaction Commands to destroy the flying 
debris around the whirlwind in a single blow. 
Atthe end of the run, don't forget to rescue 
Piglet with the Reaction Command as well. This 
chapter of the story has a happy ending and 
you can return as often as you like to play "A 
Blustery Rescue.” 












BEAT THE 
BRADYGAMES’ 


GAMERS! 


18,380 | 18,660 | 19940 | 19.920 | 
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HE POOH 
A mat and good-natured soul, Pooh Bear ambles through life 
in search of delicious honey. He can be forgetful and his love 
of honey can make him seem a bit inconsiderate of others, but 
Pooh never means any harm. Of course, Pooh's memory certainly 
isn't helped by the Heartless removing pages from the book that 
makes up the world of the Hundred Acre Wood! 


Pooh Bear's innocence and wonder has captivated children and 
adults alike since the 1920s in A.A. Milne’s children’s hooks. 
Disney's adaptations, starting in the 1960s, have made the 
inhabitants of the Hundred Acre Wood even more well-known. 
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PIGLET 


The tiniest and most timid of the Hundred Acre Wood 
inhabitants, Piglet is always jumpy. However, having true 
friends like Pooh around to help him out always makes Piglet 
feel just a little bit braver—for a short time, anyway. 


Piglet didn’t actually appear in the first of Disney's Pooh 
cartoons; he made his animated debut in the second one, 
“Winnie the Pooh and the Blustery Day." 





How to Play: - 
Talk to Rabbit at Rabbit's House. , 


Torn Page 
Pride Lands, Oasis 











Draw Ring, Mythril Crystal, AP Boost 


Jiminy Objective: 


Finish with a score of 8000 or more 





Beet 


You can visit the Hundred Acre Wood at any point after you finish 


the Pride Lands, as long as you find the TORN PAGES in the Oasis 
section. 


These pages unlock Rabbit's House. You'll find Pooh innocently 
causing trouble as he crashes into poor Eeyore’s house. Of course, 
that incident reveals that Pooh still doesn't remember his buddy 
Eeyore. After watching Pooh gobble down some leftover honey, it 
occurs to everyone that he might just be hungry. Can amnesia really 
be cured by stuffing oneself with honey? You're about to find out! 


Grab the three items in the chests, then head over to the side of 
Rabbit's House where everyone is waiting. It seems that Pooh 
doesn’t remember Rabbit either. Fortunately, Rabbit supports the 


idea of stuffing Pooh with honey. It’s time to search for Rabbit's 
hidden stash. 


Hunny Slider is a fun game that sends Sora and Pooh sliding 
through various environments, picking up honey along the way. 
The main goal on the first attempt is to make it to the finish line 
with Pooh in good health. Running into obstacles makes you lose 
Pooh for a short period of time (to pick him up, zoom over to him 
and press the @ button). Pooh has 10 lives and loses one each time 
he takes damage. If you use all 10 lives, it's game over. 


After clearing the Hunny Slider, Pooh eats his fill of honey (well, 
almost) and has an almost stunning recovery. It's time to leave the 
Hundred Acre Wood and return to the World Map. To play the Hunny 


Slider mini-game some more, just go to Rabbit's House 
and ask. 








4 
5 
= 
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New lkems: 
Orichalcum, AP Boost, Magic Boost 


Hous Eo Play: 
Talk to Tigger at Kanga’s House. 


Jiminy Objective: 
Finish with a score of 2000 or more. 


Torn Page 
Treasure chest in Hollow Bastion, Crystal Fissure 

















The next set of Torn Pages (picked up from the chest in the 
Crystal Fissure) takes you to Kanga’s House. You can visit 
there as soon as you escape from Hollow Bastion. 


Kanga has medicine that she thinks might 
help Pooh, but before she can 
give it to him, Tigger takes it for 
himself. Run over and talk 
to Tigger. He has his own 
solution to Pooh's amnesia 
and it includes a lot of his 
trademark bouncing! 















Balloon Bounce involves 
bouncing on a trampoline to 
break balloons as they float 
around. Use the @ button to 
jump from the trampoline to 
the balloons. Green balloons 
shoot you into the air higher 
than blue ones. One aspect of 
this diversion is to see how 
high you can go. The main 
goal, however, is to pop 
10 balloons. After doing 
so, the mini-game ends 
and Pooh remembers 


another one of his 
friends, 


Poor Eeyore never seems to catch a break. He keeps losing his 
tacked-on tail, and his house of sticks continues to collapse for 
a variety of reasons. Although he speaks with a low tone and a 
sour note, Eeyore keeps at it and appreciates all that his friends 
do for him. 


Eeyore has become one of the most popular Hundred Acre Wood 

characters, despite his gloomy manner—or perhaps because of? 
Despite his pessimism, he continues to rebuild his house of sticks 
and tack on his tail, no matter how many times they fall. 
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HUNDRED ACRE WOOD 
BULLE THT <4: THE SPOORY CAUE: 


New fkems: 


Mythril Gem, AP Boost, Orichalcum, Guard Recipe, Mythril 
Crystal, AP Boost 


Hows to Play: 
Talk to Kanga inside the Spooky Cave. 





Jiminy Objective: 
Finish within 90 seconds. 


Torn Page 
Throne Room of the Imperial Palace 


The TORN PAGES from the Throne Room of the Imperial Palace 
unlock the Spooky Cave in the Hundred Acre Wood. Here you 
must find Pooh with the help of his friends. 


To start this mini-game, called “The Expotition,” you must first 
talk to Kanga. The rules for this game are pretty simple. You 
must find Pooh as fast as possible before the Courage Gauge 
empties. The gauge depletes as your friends walk around, but 
it empties faster when they become lost. If the Courage Gauge 
runs out, your friends start panicking. To calm them down, 
simply stay nearby. 


To guide your allies, use the Reaction Commands Forward March 
and Company Halt! To get them to calm down after being attacked 
by bees or hit by falling rocks, use the Settle Down Reaction 
Command. 


There are six treasure chests in the Spooky Cave, so use the three- 
minute time limit wisely. In fact, you may want to spend the first trip 
or two through the cave looking for treasure instead of looking for 
Pooh. 


After finding Pooh, he makes a full recovery. In return, you receive 
the SWEET MEMORIES Keyblade as well as the SPOOKY CAVE 


RABBIT 


Rabhit is a hard worker and is especially proud of his vegetable 
garden, although his stock of honey is nothing to sneeze at 

either. Rabbit is also something of a worrywart. Granted, having 

a hungry Pooh Bear come over for lunch or a rambunctious 

Tigger bouncing through the vegetable patch is certainly a cause ) 
for concem! 





Like Owl, Rabbit is based on the real animal rather than a 
stuffed toy. Perhaps this is the source of his somewhat more 
“realistic” viewpoint on life. 
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New items: 











_ 
= Cosmic Ring, Style Recipe 
4) Hous to Play: ae 
mI Talk to Pooh at the top of Starry Hill. BRADYGAME s’ 
at * ° 1 
Jiminy Objectwe: GAMERS! nie 
= Finish with a score of 8000 or more. - re aan | 83H 





Torn Page 


= Agrabah (second visit) . 
RE cree Tr CONS St So akiicy i 
The final set of Torn Pages, ip i 
which are available in _— 
Agrabah on your second : 
time through the area, leads ce Oy 
to Starry Hill. Oddly enough, “= ss oy 5 
Pooh is in yet another 5 
pickle! i de 


it seems that the silly bear has his 

head stuck inside a honey pot—again! 

Help him out by grabbing the pot and 
“Swinging.” Then press the © button again to 
"Rolease” and throw the pot away. This is pretty simple 

if you just follow the Reaction Commands. 





Afterwards, Pooh and Sora have a serious but sweet 
conversation that puts an end to the Hundred Acre Wood 
chapter, Now that the book is back to its pristine condition, 
you can move on to other game-specific tasks. The rewards for 
completing the Hundred Acre Wood are the CURE ELEMENT and 
ORICHALCUM+. 





Ow! seams to have an answer for any problem. .. as well as 

a rambling story about one of his relatives. He may not always 
have the right answer, but he’s never afraid to offer his advice to 
a friend in need! 

Owl is one of the few characters from the Winnie the Pooh 
series who was not based on a stuffed animal owned by 
Milne’s son. 
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s E BAS TIAN, 


The composer for King Triton’s undersea | z i 
orchestra, Sebastian is saddled with : 
keeping an eye on Ariel and trying to 

keep her out of trouble. This drives the 
normally sensible Sebastian to his wits’ 
end, as the strong-willed princess has 

her mind set! 


Sebastian's snappy musical number 
“Under the Sea” from The Little Mermaid ¢ 
‘ has become one of Disney's most 
Save Point ae popular songs. It's one toe-tapping 
Begin Musical number... even though none of the 
performers have toes! Would that make 
it a fin-flapping number, then? 


VOLINV LLY. 
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The Heartless haven't invaded the undersea world of Atlantica yet, but there is still plenty of drama going on. The king 
is hoping that Ariel's involvement with Sebastian's musical society will keep her from wondering what life is like on the 
mainland. He hopes that this will keep her from falling head over heals for a certain young shipwrecked Prince. 










MUGS 


Take Swimming Lessons from Flounder. F 





SS} Texe Dance Lessons from Sebastian 
Ohtain the UNDERSEA KINGDOM MAP 
as a rewarl 

















Swimming and Dancing in the Undersea 
World of Atlantica 


There are two important tutorials in Atlantica. The first teaches you how to swim underwater. Since swimming 
underwater is much different than walking on land, pay attention to what Sebastian and Flounder have to say. Refer 
to the following tip box for some swimming essentials. 


Peeform in your first rehearsal far the 


Tak to King Triton. 






Follow Flounder to the site of @ 
shigwreck 















ica and search for the 
c needed to move the 


5 leave Atlan 
MAGHET me 
Statue. 










Ut oN 


av Dolphin Kick 


Swim b: 





Return to Athantica after acquiring the 
skills needed to perform in mere of 
Sehastian’s musicals, 














Maneuvering throughout Atlantica is fairly 
simple. To move horizontally, move the Left Analog 
Stick. To move vertically, move the Right Analog Stick. Press 
the "9 button to swim fast and to get to a specific person or 
item more accurately. Press the R1 button te lock on to an 
object, then press the @ button to performa Dolphin Kick 





ai 
f “OUNDER The next tutorial describes how to dance and perform in 


Sebastian's musicals, It seems that the crab is preparing 
Ariel's young fish friend, Flounder sticks 
by her side through thick and thin. Even 
when it comes to facing down vicious 
sharks, Flounder swallows his fear to 
help out Ariel! 


a grand Musical Extravaganza for the kingdom but he 
needs some help and participation. The musicals serve 
two purposes: first, they help to advance the storyline. As 
you proceed through the game, there are times when you 
must return to Atlantica because there is a new musical 


Flounder is an original creation for the 
cast of Disney's The Little Mermaid. 
The feisty fish proved brave enough for 
a whole school when it came to helping 
out his best friend Ariell 


to perform. Or, you will occasionally acquire a skill or 

item that is needed to continue the storyline. Those areas 
are mentioned throughout the walkthrough by specific 
“Atlantica Diversion” sidebars. When you see one of these 
sidebars in the walkthrough, refer to this section for all of 
the details. 
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Clearing the Mini-Games 
The musical mini-games in Atlantica are fairly 
easy. Simply press the correct button to the beat 
when prompted. At specific times during a song, a 
rouind gauge (or two) appears on-screen. When it 
hits the yellow spots at the end of the gauge, press 
the correct button to stop the gauge. Stopping 

in the darker yellow square results in a “Good” 
rating, while stopping in the lighter yellow part 
regults in an “Excellent” rating. If you miss these 
spots entirely, you will get a “Bad” rating. 





| 
| 
| 































During the first musical 
performance, an “Excellent” rating 
earns you a gold note (you need 

a set number of these to clear the 
performance). Note, however, that 
“Bad” ratings result in the loss of a 
gold note. Clearly, it is in your best 
interest to achieve at least “Good” 
ratings most of the time. 


~WRSULA 


Banished from King Triton’s court lo 
the large musical or. Then take some time tn a the a Sr Moa eee 


musicals multiple times to see if you can get a better ? sought revenge on many occasions. 

score! : In KINGDOM HEARTS, she conspired 

: with Maleficent and the others to bring 

the Heartless to Atlantica, a plot that 
ultimately failed. Although she’s back 
thanks to the power of the dark, she's 
not interested in helping Maleficent... 
only in exploiting Ariel's love of a human 
to beat Triton! 





Ursula is one manipulative sea witch. 
Her favorite tactic is to promise 
something her victims want more than 
anything else. Then once the contract 
is signed and she gets what she wants 
out of the deal, she sabotages things so 
that what she promised fails to happen. 
Nothing could stop a prince in love; 

not even Ursula and the power of the 
trident! 


Helping Ariel! 


The purpose of the musical extravaganza is to give Ariel something to think about other than the hunky human Prince 
Eric. Even her friends are trying to da something to cheer her up. In addition to the musicals, you can also help Flounder 
and Sebastian cheer up Ariel. The 
first task you receive is learning the 
Magnet skill. This is needed to move a 
shipwreck off a statue of a human that 
the guys think will make Ariel happy. 
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Seventh daughter of King Triton, Ariel 
dreams of the world above the ocean 
waves. She falls in love with the 
handsome Prince Eric after saving him 
from drowning one stormy night. It's a 
love that drives her to strike a deal with 
the sea witch Ursula so she can be 
with him! 








Disney's adaptation of the classic 
“Little Mermaid” fairy tale enchanted 
viewers worldwide. Happily married to 
Eric at the end of The Little Mermaid, 
Ariel Jater discovered what a handful 
an adventurous and curious daughter 
could be when she and Eric had their 
own child! 





















Li 


With the Magnet Element in your possession, return to Atlantica and speak to Flounder to move 





the statue. This triggers the start of the second chapter in Sebastian's musical, called “Part of Your 


World.” 


This time, the goal is to get five or more 
“Excellents” in a row during the song. 


To make things more interesting, 
the button you must press switches 
between the ® button and the@ 
button, so stay alert and look at the 
button icon as well as the gauge! 


w 


st 


As soon as you achieve the level 5 
Drive Gauge, return to Atlantica. You 
can do this whenever you exit Space 
Paranoids and re-enter Hollow Bastion 
after defeating the Hostile Program. 


This time the game is a little different. 
The circle gauge has a picture of either 


Ariel or Sebastian in the middle of it. If the picture is of Ariel when the gauge nears the 





After clearing the mini-game objectives, Sebastian goes to King Triton to 
give him an update on the musical’s progress. Then he returns with an 
even more challenging part. How challenging is it? You need to have your 
Drive Gauge at 5 before you can even attempt to perform it. Oh well, | 
4 guess it is time to head to the next world, the Pride Land. 


















end, press the @ button. If the picture shows Sebastian, don't press it! The idea is to raise Ariel's 
mood, as shown by the gauge on the right side of the screen. This is a fairly easy variation of the 


game; simply watch the pictures inside the gauge. 


After the gang finishes singing “Under the Sea” and clears the song portion of the chapter, itis 
time to undertake the next challenge. Accompany Ariel to the surface just in time to see Prince Eric 





drop a locket of some sort into the water. The current takes 


it to an outcropping of rocks in the water, 
but they are so close together that you 
can't reach it. You'll need Magnera magic 
to get this item for Ariel! Check out the 
following section to continue the Atlantica 
Diversions. 









Once you acquire the Magnet Element from the second Grim Reaper battle (giving you the 
Magnera magic), return to Atlantica and pick up where you left off. Talk to Ariel and agree 
to go with her to obtain the necklace. 


The title of this chapter, “Ursula’s Revenge,” should shed some light on who appears 

and what happens. King Triton learns about Ariel's statue and destroys it, sending her 
unwittingly into Ursula’s arms and the grand scheme to steal Triton’s trident. When it comes 
time for Ursula to collect, you get to challenge her in an unusual boss event. 


This mini-game differs from the original in one small way. In addition to the standard gauges, 
purple circles appear with the & button in the middle. Whenever you see one of these on- 

screen, press the & button. The more presses you get in, the more damage that you cause to 
Ursula (her HP gauge appears across the top of the screen). 








After defeating Ursula, things return to normal. However, one more challenge waits: The 
King expects the musical to be Sebastian's best, but to pull it off he needs Sora to learn 
Thundaga. The reward for defeating Ursula is the Mysterious Abyss Keyblade, 


After acquiring the ability to cast Thundaga (provided by the 
Thunder Element you win from the Groundshaker), it is time 
to pay a final visit to Atlantica, Simply talk to Sebastian to 
start the final musical event. 


The title of this musical is “A New Day is Dawning.” To 
celebrate, Sebastian has put all of the different gauges 
from the past mini-games into this one performance. So expect the 
standard & and@ button gauges, as well as the Sebastian/Ariel@ gauge 
and the Purple @ gauge. 





Each “Good” or “Excellent” rating is worth points. To clear the level, you must collect 30,000 points. Although this may like a daunting task, it's not too 
difficult after a little practice. Note that achieving an “Excellent” rating on some gauges is worth up to 15,000 points! 


After completing 







Bu — this musical, the 
on ae Pressing Basics Atlantica story 
egarding the Sehastian/Ariel gauge, only ends. You win the 
press the @ button when Ariel's face appears as the maeroeuceel 






and Orichalcum+ 
for the effort. 


gauge starts to run out. With the 


Pu 
press the & hutton Iple gauge, just frantically 
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ARMOR IS THE MAIN DEFENSE AGAINST THE MANY POWERFUL HearTLess AND Nogopies. Some 
ARMOR EVEN REDUCES THE DAMAGE THAT IS SUSTAINED FROM ELEMENT-BASED ATTACKS! As 
SORA AND HIS FRIENDS INCREASE IN STRENGTH, THEY CAN EVEN GAIN THE ABILITY TO EQUIP 
MORE THAN ONE PIECE OF ARMOR. 


Equipping two items that have a resistance to the same kind of attack (Fire, Blizzard, ett.) 
has a slightly different calculation than expected. For example, if you have an 

accessory equipped that has a 20% Fire resistance, equipping a second piece with @ 2 
Fire resistance only applies to that remaining un-resisted 80%. This sical: total Fir 
resistance up to only 36% (20% of 80 is 16) rather than 40%. , 
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The Moogle Synthesis ingredient lists in this section are listed at their base 
level. The reduced-cost versions from the “Creations” Synthesis menu at 
higher Moogle levels, or those created with the use of Energy materials are 
not listed. To determine those, simply divide the number of each material by 
eS wet eh i Stone x1, Lighting Shad two, rounding up for halves (x5 becomes x3, for example). 
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ACCESSORIES ADD TO THE HEROES" STATISTICS IN MANY DIFFERENT WAYS. USE ACCESSORIES TO 
COMPENSATE FOR A CHARACTER'S WEAKNESSES OR FURTHER ENHANCE A PARTICULAR STRENGTH! 
As |S THE CASE WITH ARMOR, THE HEROES GAIN THE ABILITY TO EQUIP MULTIPLE ACCESSORIES AS 
THE GAME PROGRESSES. 
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» Moon Recipe, Orichalcum x3, Mythril Crystal x1, 
‘Twilight Stone x1, Twilight Shard x1 


Mythell Stone x3, Power Stone x1, Dark Stone x1, 
Dask Shard x1, Serenity Shand x1 
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Initially, the shops in Twilight Town and Hollow Bastion don't have their complete stock of items. They eventually get new products, 


“discover” them at new Moogle Shops. For purposes of this guide, the shops from which you can purchase the items are listed in the chronological 
order of when the item is made available. 
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Restore 1 Drive GauGe BAR; CANNOT BE USED IN 
COMBAT 
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Although it can be tempting to use AP Boosts on Sora immediately, it is a good idea to hold onto. 
them instead. There are many pieces of armor and other accessories that increase AP Plus, sinc 
Donald and Goofy have such low AP scores compared to Sora, sometimes an ability yo reall 


of equipping an ability you'd like to use without un-equipping another one. It's good 
idea to use them, or any other stat-boosting items, on world-specific characters eit 








want the really good stuff, however, then the Moogles’ item synthesis 
service is the way to go! By using the various materials you collect 
throughout this journey (mainly from defeated Heartless and Nobodies), the 
Moogles can synthesize some powerful items and equipment that aren't 
available anywhere else! 





The items and equipment available in shops and treasure chests are —< 
certainly good enough to get through the early trials in the game. If you is J GG. a H AR eo 5 
LAZING. HAR” 







| Very common synthesis material 


Although the synthesis process may seem daunting at first, it's actually 100 Munny NIA 

quite easy. Simply drop off the materials and any Recipes you've collected, 

and see what the Moogles can make. As more items are created, the 

Moogles gain more experience. This increase in experience means that c Red Ingredient 

more items can be made, plus other bonuses like reduced material costs 

come into play. Keep at it to make more items to complete the Jiminy 

Journal! ‘ 
Hammes Frame Mirute Bom All Moogle 
(10%) (5h) Pw Shops 





Even if you choose not to dabble in item synthesis, choose the 
Synthesis option each time you visit a Moogle Shop and drop off all 
the materials you've collected. Not only does this free up some space 
in your item list, but the Moogles give valuable prizes for meeting 
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certain material collection requirements. These prizes can include cia: 
items like AP Boosts and more. 
B Red Ingredient 
Cannoa Gun Tomado Step All 
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Normally, you can’t buy synthesis materials at Moogle Shops. After 
collecting 30 Shards, 25 Stones or 20 Gems of certain ingredient 
types, however, you can purchase them at shops! 

Blazing Frost Power Dark 
Lightning Lucid Dense Twilight 
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The following items are usable only as ingredients for item synthesis by the 
Moogles. You cannot sell them, so give them to the Moogles. Gather up as 
many as possible, 
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Very common synthesis material 
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Very common synthesis material; halves 
number of materials needed for item synthesis 


Common synthesis material; halves number of 
materials needed for synthesis 


Rare synthesis material. Halve number of 
materials needed for synthesis. 
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Very rare synthesis material: halves number 
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For the synthesis enthusiast, the most important aspect of the synthesis process is 
gathering materials from fallen foes. Of course, enemies don't exactly drop items 
easily, so you need the LUCKY LUCKY ability to increase those chances. Sora, 
Donald, and Goofy all lear this ability eventually (although Sora only learns it at 
Level 99, if you picked the Staff at the Station of Serenity). However, some pieces 
of equipment have the ability imbued upon them. The more of these you equip, the OBTAIN 
more items the enemies drop! 


With seven Lucky Lucky abilities equipped in your party, some enemies drop itams 
with incredible frequency. On occasion, a single enemy may drop more than one! 
Travel through the various areas to gather a hefty supply of materials to give to the 
Moogles. This also increases the odds of obtaining very rare drop items, like the 
NOBODY LANCE and AKASHIC RECORD weapons! 
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Although the Keyblade is a trusty weapon indeed, it's also a powerful 
magic-channeling device. Sora’s magic abilities are wonderful 
enhancements to his combat options. Assign magic to the L1 shortcut menu 
via the Customize screen as needed. Make sure you have the Magic Lock- 

On Ability equipped for extra accuracy. Magic also has the bonus of cutting 


through physical guards, like the kind used by the Large Body Heartless, 
among other foes. 


Each type of Magic is broken down by Form (Normal, Wisdom, Master, and 
Final), Each spell is also analyzed for its Power and Drive Gauge Recovery 
aspects. Refer to the following example for all the details. 
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Fire/Fira/Firaga is a close-range attack, creating a burning ring of fire 


around Sora. Useful when used against multiple foes or when fighting 


in close quarters, Fire magic also makes for a good combo starter. 


F si 
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Blizzard/Blizzara/Blizzaga flings shards of super-cold ice in front of Sora. 
With an incredibly long range, this spell is great for nailing foes that are 
just out of reach. It's also helpful for keeping them away from Sora! 
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Defeat the Hydra (Clympus Coliseum, LV 16) 


Defeat Storm Rides (The Land of Dragons, LV35} 
Defeat Groundshaker (The Pride Lands, LV43) 















Thunder/Thundara/Thundaga brings a powerful bolt of lightning crashing 
down from the sky onto nearby foes. The bolt even has an area-of-effect 
blast radius, striking nearby enemies as well. Equip the Magic Lock-On 

Ability to ensure that you will target an enemy within range. 


SPELL - 
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Thundara x2.4 


Thundara(Finishen)x36 
Mhundage poo 
Thundaga (Finisher) 






/POWER ) 


Bolt x1.0 


Blade x0.25 





Reunite with Goofy (Hollow Bastion, \V30) 
Complete Hundred Acre Wood 








All MP 


Cure/Cura/Curaga perks up an HP-depleted Sora by refilling his HP. 
Even better, allies close enough to Sora also receive the benefit of 
an HP refill as well. Since this consumes all your MP, prepare to use 
)) an Ether after using it, especially if you're in the middle of an intense 
battle. Also, try to have the Leaf Bracer Ability equipped at all times to 
prevent an enemy from canceling the effects of the healing! 
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Usteat Cagie Boogie (Halloween Town, LV24) 






Deteat “ghoul” Grim Reaper (Port Royal, (37) 
Beat Xighar (World That Never Was, LV50) 
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Magnet/Magnera/Magnega might not inflict the damage that the other 
spells can cause, but they do have a distinct advantage: these spells 
draw enemies in close so Sora can bash them with his Keyblade. The 
magnet-orb does cause some damage, which can destroy weaker 
foes. This is especially useful in certain timed mini-games! 
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x1.2 (hit 2+ x0.8) 
x1.5 (hit 2+ x0.75) 











Deteat the MCP (Space Paranaids, \V45) 
Defeat Xaldin (Beast’s Castle, \V36) 
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) Reflect/Reflera/Reflega is a spell that is pure defense. It casts a 
)) reflective shield completely around Sora for a brief moment, reflecting 
any attacks used against Sora back toward the attacker. This is best 

used against projectile-throwing foes that are just out of range. 
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The more you use summons, the more experience you gain. This leads to stronger attacks and more time to attack during a summon. You earn one 
summon experience point for every Summon Gauge bar that is consumed during a summon, up to Summon Level 7. While the summoned character is 
out, use the menu to select a Limit Command to inflict some extra damage while in battle! 






The first summon you earn by meeting with Merlin, Chicken Little rushes to Sora’s aid with a 
volley of baseballs. While the balls don't cause-a lot of damage, they can stun foes and leave 
them vulnerable to the Keyblade. When Chicken Little whistles, it draws in enemies to set them 
up for Sora, 










This attack can be a little tricky to use, since both analog 
Sticks control the camera in a first-person shooter format. 
Lock on to an enemy and press the @ button rapidly to pelt it 
with baseballs. Should an enemy get too close, press the@ 
button to unload a firecracker to push it back. You can even 
stop the attack by pressing the @ button. This move is best 
used on enemies that are far away. 
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Genie’s Moves 
| TYPE BASESTAT POWER 
Healing Herb] WA | WA | WA | WA | NA [Restore 40% 


ATTACK 


By using Genie's Valor Form, Genie and Sora get up-close and personal, bashing 
enemies directly in front of them with massive Genie fists. Since this attack has « 
limited range, it's best used on tough single opponents. , 


ATTACK TYPE BASE STAT POWER FIN DESCRIPTION 


Genie becomes huge glove 
[sonic | weanon | srenaty | mia | x [epencnngstocs | 


This Master Form hits all enemies within a circle with wide swings of the 
Keyblade. The move finishes up with Bash, as Sora blasts all nearby foes using 
a spinning Genie-turret! This form is best used in close-quarters fighting with a 
lot of enemies. 


ATTACK; TYPE |BASESTAT POWER FIN DESCRIPTION 


t surrounding enemies 
h magic bullets 


y : 





Ss 
| 


— 


—— re 


FIN DESCRIPTION 


of Sora's max: HP F 


DFL 


SAIN CANONS 


Emulating the Wisdom Form, Genie and Sora unload a stream of magic bullets * 


directly ahead of them. Although the final blast of the move strikes all nearby 
enemies, Strike Raid is best used to nail enemies located in the distance before 
they can close the gap. 


iN 
ai? 


DESCRIPTION 


FIN 
A powerful strike attack 


woes 


ATTACK | TYPE BASE STAT POWER 


[oer | Magic | 3001 | 


Te peal ; Toe os 


wt 
uy, 


Genie and Sora run as normal, but with massive Keyblade attacks! Keep 
Swinging to create a whirlwind that collects enemies and lifts them into the air, 
where the final Impact attack crushes them! 


ATTACK | TYPE BASE STAT POWER FIN DESCRIPTION 
| Infinity | Weapon | Strength | x001 |X  [Hitalinearbytoes 


a Unleash the power against fi 
foes i 


| 


i Blast surtounding enemies ff 
i — | Strength | 
t [tract | oer | with magic bullets 













SUL 


Stitch is an odd little fellow, crawling all over the screen and your menus (!!), periodically blasting an 
enemy that attempts to-attack Sora. He may even use his ukulele to damage all foes in the area. These 
parries keep Sora:safe from harm, plus Stitch's ukulele forces foes to drop recovery orbs! Although 
Stitch appears in the Hollow Bastion area, you must find the Ukulele Charm in Ansem’s Study to 
summon him. 






FIN DESCRIPTION 






CimeEyOnana!) 
Take a more active role by having Sora join Stitch in his “not quite really there” 
S activities safely out of enemy reach. Press the @ button to blast a single foe, 
or press the@ button to start a little jam session that damages all on-screen 
enemies. Use the Right Analog Stick to move the camera around so the ukulele 
\ us hit as many enemies as possible. 


ATTACK TYPE BASE Stes POWER FIN LHI 
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Peter Pan and Tinker Bell fly in to lend Sora a helping hand, Peter sticks close to Sora and uses his knife 
to attack foes, while Tinker Bell constantly casts healing spells on Sora. A chest in the Interceptor’s Hold 
of Port Royal holds the Feather Charm that is needed to call in Peter. 


FIN DESCRIPTION 






Sate ee 


freely in this attack, collecting any enemies they 
touch. Once an enemy (or two) is ensnared, hit them with attacks. Tiny Fairy does 
more damage, but it knocks enemies away. On the other hand, The Flying Boy is 
weaker but it keeps foes ensnared for more hits. Use the Right Analog Stick to 

, control Sora and Peter's elevation while flying. 


3 





2si 

























Your Gummi Ships and Gummi Pieces are stored in the Gummi Garage. To 
begin, select either Gummi Ships or Teeny Ships. The Gummi Ships serve 

as the main ships, while Teeny Ships are the smaller ships that stay by the 
main ship's side and help out in battle. 


There are three menus, each with its own set of ships. The blue Sample 
Blueprints menu contains recommended designs. The pink Special Models 
menu lists unique ships that are obtainable within the various Gummi 
Missions. Lastly, all custom ships are stored in the yellow Original Blueprints. 


GURY GePPEE 


You can often save time by modifying a ship that already has some decent 
base attributes. Modifying a blueprint creates an entirely new ship and does 


not affect the original. GARAGE CONTROLS 


WHAT IT DOES 


o 
' vw 








log Stick Rotate the ship 
_ Navigate current menu 

Select highlighted button 

Switch between Material and Deco menus 
Select “Exit” button 

: Undo the last change 

Redo the last Undo 


Chip and Dale's Gummi Guide provides 
answers for some simple questions. 


Press the SELECT button to activate and 
deactivate the guide. Watch for the Gummi 
Guide to update as you unlock more of the 
Gummi Editor's attributes. 


NAVIGATING THE GARAGE 


There is a lotto learn when building your first Gummi Ship. The two main 
window menus are Material Gummies and Deco-Gummies. The main 
purpose of the Material Gummies is to form the ship's body. The size and 
shape of a ship’s body will vary, thus affecting the ship's parameters. Deco- 
Gummies have special features, along with a set size and shape. Their 
various attributes are classified as Weapons, Movement, and Auxiliary. 
Since the Material and Deco-Gummies are unique, they cannot be altered 
in the other menus. 








Press Start from within either 
menu to enter the Viewer Mode. 
This enables you to view your ship 
without the grid. 
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BUILDING A SHIP 


blueprint to modify one. Whichever method you prefer, there are a few 
things to keep in mind. 


Pay Attention to Cost! 





The Cost Bar appears in the top-right corner of the screen. 
This bar represents how many points you can spend on your 
ship. (NOTE: This number is not connected to Sora’s Munny.) 
The only way to increase this value is to unlock Gummi Items 
and Abilities within the missions. 








Abilities and AP 






Abilities cost AP. Pay attention to which attributes a ship will 
gain the most from before adding Abilities. Attach abilities 
like Heal Upgrade and Auto-Regen if the battles are too 
difficult. Remember which Gummi Blocks you have attached 
to a ship, as equipping Upgrades that don't have much 
influence is a waste of AP. 











; MATERIEL CUMNMEES 
Pm — 


WIEWER MODE \ | 


purron [wnarrroues ren 
i} 


A ship's parameters are dependant upon one another. Power 


Lait aaieg Ses) Zoom in/out 5 aig directly influences a ship's offensive capability. If you have 
} | Right Analog Stick Rotate camera 134 equipped 1000 points of offense and completely neglected 
| a0 Tr | | power, you may cause no more damage than a ship with 400 
| | @ Original camera position |} offense. Likewise, having high HP is a waste if a ship's speed 
\\ fe and mobility are so low that it is unable to dodge enemy 


\ \ ‘ fj 
\\ © Exit Viewer Mode kK } attacks, Keep the following concepts in mind: 


HP: The higher the HP, the more damage the ship can 
endure. 


Offense: This represents the offensive firepower of each 
Gummi. 


Power: The higher the power, the greater the ship's 
offensive firepower. 


Speed: This corresponds to the movement speed of the 
Gummi Ship. 


Mobility: This increases the mobility of the Gummi ship. 





Press the © button to create a new ship from scratch or select a completed 
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Keep Current 





Pay attention to new Abilities and Ship Upgrades. Make 
frequent visits to the Gummi Garage and take advantage of 
what you earn! 











Save Your Blueprint! 





After creating a new blueprint, give it a name and save it! 
After saving the blueprint, save again onto a memory card. 
A save from within the Gummi Garage will disappear if it 

isn't saved properly. 


GUMMI PLACEMENT 


There is more to placing Gummies than simple aesthetics. Teeny Ships are 
limited to a 4x4x4 grid, so take advantage of the space as best as possible 
Keep in mind that Material Gummies and Deco-Gummies can overlap. As 
you build or modify a ship, keep a close eye on the various attributes and 








judge carefully which ones you consider most important. 


DECO-GUMMIES fc 
<~-¥ 





common CONTROLS 


BUTTON | WHATIT DOES 





D-Pad Move piece around the grid 
Left Analog Stick Rotate piece 
Right Analog Stick Rotate Camera 


@ Undo 

@ Redo 

8 Shifts grid away from camera 
B Shifts grid toward camera 


The common controls are standard for all 
forms of Gummi Manipulation. 





PLACEMENT CONTROLS 
D-Pad Move piece around the grid 
Left Analog Stick Rotate piece 
Right Analog Stick Rotate Camera 
Vt) Undo 
Redo 
Shift grid away from camera 
Shift grid toward camera 
Place Gummi 
Remove Gummi 


Exit Gummi placement 









ti 1) UG a 
Some Gummies require a confirmation 
of precision placement. These pieces are 

small enough that they can be moved 
about within the designated squares. 








EDIT CONTROLS 


BUTTON WHAT IT DOES 









@ Grab/Place Gummi 

(3) Remove 

© Select Area 

e Exit Edit 
THe*SecveettArReatlommanp 






The Select Area command encompasses 
a 3-D field. Rotate the camera to take 

full advantage of this tool. Press the @ 
button after highlighting it to confirm your 
selection. 



















COPY AND PASTE 


There are two forms of copying and pasting. Copy Normal. is good for 
duplicating parts of a ship without much effort. Copy Mirrored is ideal for 
keeping a ship looking symmetrical. 


wsntsaiiatealans CONTROLS 


WHAT IT DOES 
~ Copy Gummi/Paste Gummi 
Select Area 
Exit Copy and Paste 


Used to designate the direction in Copy 
Mirrored only! 


Shaping and reshaping Gummies is a great way to make minor adjustments 
to a ship's appearance. Keep in mind that Bevelled and Curved Gummies 
affect a Ship's HP. This is a great way to make minor adjustments to a ship's 
parameters. 






The three choices that enable you to shape existing Gummies are Add 
Bevels, Add Curves, and Add a Point. Press the @ button to select and 
modify a large area. When attempting to add a point, use the Left Analog 
Stick to select the direction of the point. 





PAINT AND DECALS 


Painting a Gummi Ship is the ultimate means of customization. Each Gummi 
Ship is assigned one 16-unit palette. These 16 units can be colors or 
patterns. Even though you start with a limited supply, Design Packs filled 
with a variety of patterns and pictures are available within the Gummi 
Missions. 


Assign colors by first selecting the color, then selecting the Gummies. 
Use the Select Area tool to color multiple Gummies at once. Pressing the 
@ button when the palette is open enables you to alter the current unit, 
assigning it a new color or decal. 


é MATER GUMMIES 
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PARTS CIisTt 


When building or modifying a Gummi Ship, there are countless components from which to choose. The following is a listof the components and a general 
breakdown of their attributes. Knowing which features best enhance a vessel is vitally important to making the ultimate Gummi Ship. 


Material Gummies 
Material Gummies come in four types, each with their own shape and parameters. Bevelled and Curved Gummies 
increase HP. Aero Gummies specialize in boosting Mobility. Lump Gummies are clusters of other Gummies grouped to 





form special shapes. 






BEUVELLED GUMMIES 
ae ti 
AG#46& 
1 1 1 1 1 1 


2 2 2 2 2 2 2 2 2 2 2 2 
Ixixl Ixtx1 Ixixl Ixix1 ixixi Ixtxt Ixtx1 Ixtxt Ixixt Ixix1 Ixixt Ixixi 


er BZ 














10 - 4 ee 7 oe 3 CG 
Ate txt ttt etd text Axed 


»e2 28a2+8 6 
10 5 2 5 2 10 " 
Sate 8 3 6 i 12 
SAxte txt Att txt ext text att 













HERO GUMMIES 
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GCUMmM! LUMPS 


am? ?PSTP®OO04I58 


10 24 N 90 28 25 7 96 
HP 16 64 36 8 20 48 80 108 36 29 42 108 
SHE PV SSC M6) 0 DC) 2 C7 YS 
MAK 25 6 i 26 16 












Deco-Gummies — 
Deco-Gummies really make flying fun, f ule Weapon Gummies are essential to Shooting down enemy ships. Movement 
Gummies affect a ship’s speed and ability and Auxiliary Gummies offer unique capabilities and high-end parameters. 
The trick to building a top-notch ship i is balancing all parameters. 


Weapon Gummies 


Weapons are used to shoot down enemy ships. Try a variety of weapon types to determine which ones = a 
best suit your fighting style. It's best, however, to focus on one type of weapon ata time. This approach 
allows for the ship to specialize in that particular weapon with corresponding Abilities. 

Canons are useful when attacking enemies head-on. Lasers don't fire as quickly, but automatically 
lock onto targets located directly ahead (an effective option against fast ships). Slash Gummies allow 
for powerful attacks that devastate enemies. To use this ability, you must first fill the Slash. Gauge by 
defeating enemies. Impact Gummies are extremely powerful, collision-based attacks. When a ship i isn’t 
powerful enough to defeat an enemy, equip a mix of Impact Gummies and ram the enemy ship. 









PROJECTILE GUMMIES 


88644588699 










Blizard/G  Blizzara/G~——Bizzaga/G Gravire/G  Graviga/G ~=Comet/G 

35 41 as 11 108 138 = 155 184 82 156 
1 1 1 1 1 1 1 1 1 1 1 

5 30 40 50 75 100 100 110 130 60 120 

ixixt 2xdx1 2udx! Ixixt 2xdx! 2x2x1 Ixixt 2x2x1 2xdx1 dxixt 2x! 
16 7 17 12 12 8 8 fi 4 14 7 

35 41 53 3 De 35 1 40 60 200 250 
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LOCH-ON GUMMIES 


© 








an VS eS 

cost 132 222 312 328 395 160 
L 1 1 1 1 1 1 1 
OFFENSE 100 150 200 230 1000 300 300 
SE dxdxl 2x2x1 2xdx! 2x2xt 2xdx! tx3xt 1x3x1 
MAK 9 4 3 3 1 4 4 
DAMAGE — 400 400 400 500 WA 500 500 


Add multiple slash qumimies to set up combos. 


ImPACT 
GCUMMIES 





Movement Gummies 

To dodge enemy attacks, it is essential to equip some sort of Movement Gummi. Without these Gummis, your ship will become a sitting duck. Engine Gummies 
increase Speed, but they also expend Power. Neglecting your Power, however, causes a ship's attacks to become much less powerful. 

Wing Gummies boost a ship's mobility. Each wing costs .33 per point of mobility and increases a ship's HP by one. Because of this, itis more HP-efficient to 
equip a lot of cheap wings than a single expensive wing. 












Propeller/G Screw Rotor/G Large Rotor/G 
Propeller/G Propeller/G 

14 g 12 9 9 o 

1 1 1 1 1 1 

10 8 § 8 § 8 

-10 -10 -10 -10 -10 -10 
Ixixt Ixix1 2xtx2 2x1x2 4x4x1 6xfix! 

14 1 2 12 8 8 
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NAME | Sonic Turbo/G Tempest/G © Huricane/G  Typhoon/G © Cyclone/G =» Vortes/G «= ‘Storm/G == Angel/G © Darkness/G 
cost —~—~SSB 8 8 8 8 " 8 m4 20 
HP { { { 1 1 { 1 { | 
MOBILITY 54 24 24 24 24 33 24 72 60 
SHE kw Hdl 2a! udu 2x! 3x21 Dx! xd 

MAK 10 12 10 10 10 10 10 8 

Auxiliary Gummies 


Auxiliary Gummies don't quite fit into any other category. Cockpit Gummies supply a great deal of Power atthe expense 
of Speed. If a Ship is a weapon-oriented vessel, make certain to supply it with a lot of Power. 

Shield and Shell Gummies are used to block enemy fire. Optional Gummies specialize in increasing attributes and unique 
capabilities. Equipping a Radar or Antenna allows for a much faster lock-on. This is extremely useful when building or 
modifying a Laser-intensive ship, 





Shi Lae Shi [Sh La Sto 





11 g 19 10 a 8 1 8 ] 

1 1 — (| | 

41 M4 69 60 ie ee 

60 1 #0 100 MAK 2 2 2 
a a DES Blocks normal Blocks normal Blocks enemy Blocks enemy 

4 4 4 4 a ey ee) 
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| OPTIONAL GUMMIES 


Afro ry 


Wheel/G =—Parabola/G Radar/G Round Light/G Square Leal 6 Cown/G 















8 8 15 23 20 10 13 8 15 
1 1 1 1 1 1 34 19 a | 
8 Power BPower  45Mobility -10Speed © -10Speed  -10Speed © -20Power  -10 Power WA 
ixixt x2 1x2x2 ix1x2 Ixtx2. Aydxt -Axtx! ixix1 WA 
18 18 14 4 4 4 8 8 N/A 
H Increases the Increases the Increases the Can lock Can lock Can lock Expends Expends Must receive 
Gummi Ship's Gummi Ship's Gummi Ship's on quicker.  onquicke. © on quicker. © power and power and 100% on all 
powel. power. mobility. Can attach  Canattach © Canattach —_ increases increases missions in 
multiple. multiple. multiple. Gummi Ship's Gummi Ship's all Gummi 
HR HP. stages. 


ABILITIES 


Equipping abilities is the easiest way to complement a ship's specialty or compensate for Its inadequacy. Attack upgrades are great for increasing a ship's attack 
power. This increase does not appear on the ship's statistics chart, but is recognizable in battle. Likewise, healing abilities (such as Auto-Regen) can make even 


the most devastating attacks much less powerful. 


Auto-Regen 2 AP Restores HP automatically over time. 


| 


Cannon Upgrade 5AP 3 





Fach upgrade increases the damage dealt by 
Cannon Gummi attacks by 30%. 


2930 











Laser Upgrade 5AP 3 


Fach upgrade increases the damage dealt by 





Auto-Counter 3AP 1 


Fires lasers automatically when hit by enemy 


Laser Gummi attacks by 30%. attacks. 
Slash Upgrade 5AP 3 Fach upgrade increases the damage dealt by Slash Haste  2AP 3 Increases the speed at which the Slash Gauge 
Slash Gummi attacks by 30%. fills. 
Draw 4AP 2 Attracts Orbs that are normally out of reach. Slash Precharge 2AP 3 Charges the Slash Gauge so it can be used at 
ae the start of the course. 
Medal 4AP 2 Causes Medal Orbs to appear more often than HP Formation {AP 4 Allows you to change the formation of Teeny 
Converter Orbs, 50% for the first and 75% for the second. Change Ships with @ and @. 
Heal Upgrade §=2AP 3 Increases the recovery effect of HP Orbs. Active 1AP 1 Allows you to power Teeny Ship formation into 
Formation Active Mode with @ 


io?) Auto-Life 3AP 4 


Restores HP after the first time it drops to 0. ky" 1AP 2 


Allows you to leave one Teeny Ship behind and 


add its cost to the Gummi Ship. 





Pattemed Skins A Pesala Oo ® Asteroid Sweep: Mission 1 (S-Rank) Variety Skins A Ue Floating Island: Mission 1 (S-Rank) 
Patterned Skins B CT ia seae Stardust Sweep: Mission 1 (S-Rank) Variety Skins B «| Ancient Highway: Mission 1 (S-Rank) 
Realistic Skins eee =ae Phantom Stamm: Mission 1 (S-Rank) Neon Skins A Broken Highway: Mission 1 (S-Rank) 
Decal Skins EES] MMC 4VEDS AIEEE Splash island: Mission 1 (S-Rank) Neon Skins B AD sung Storm: Mission 1 ($-Rank) 











Chip and Dale's Gummi Guide keeps track of all the Upgrades you earn. These upgrades increase a ship’s potential by 
adding the use of Teeny Ships and increasing maximum costs. 


‘Limit Upgrade 
by 100 (New Cost = 700). 


Limit Upgrade 2 Increase Gummi Ship Cost 
by 100 (New Cost = 800). 


Ability Enables the use of abilities. 


Increase Gummi Ship Cost 


WP fone 


AP Upgrade 2 


AP Upgrade 3 


"Increase maximum AP by 4 


(New AP = 12). 


Increase maximum AP by 4 


(New AP = 16). 


Increase maximum AP by 4 
(New AP = 20). 


Designs Enables the use of patterns 
within Paint. 

Teeny Ship Enables the use of Teeny 
Ships. 

Teeny Upgrade Increase Teeny Ship Cost 


by 100 (New Cost = 200). 





GUM SHIP BLUEPRINTS 


The following are the most basic ships. They are all well-balanced and utilize various abilities. Sample'Blueprints become available after obtaining all of the 


pieces necessary for their creation. 


8 ISRO om He 6H 4. 


Highwind Lv.1 Highwind Lv.2 Highwind Lv.3 Highwind Lv.4 Highwind Lv.5 Highwind Lv.6 Highwind Lv.7 Highwind Lv.8 Highwind Peak 


: Highwind 
— CG aa 695 
ie 114 106 
OFFENSE = o215 360 
POWER = (esti 9 
TEENYSHIPS WA W/A 
OWA WA 
ABILITIES WA WA 
RECOMMENDED 1 Start witht Astor 
MISSION. Sweep 
BLOCKS 9 Moteiave © Mateo 
| | y89Fie/G x3, 


x1, Blizard/G Blizard/G x1, 
~) xi, Thunder/G  Gravity/G x1, 
 x2,Vemier/G — Thunder/G 
x2, Bubble x2, Vernier/6 


Helm/G x1 


x2, Bubble 
Helm/G x1 


533 
18 
161 
275 

9 

30 

WA 

WA 
Heal Upgrade 


Stardust 
Sweep 
Material/G 
x44, Fire/G 


x2, Bubble 
Helm/G x1 


499 
-18 
130 
275 
9 
36 
Wingedge 1 


Wingedge 2 
WA 


Phantom 
Storm 


Material/G 
x49, Fire/G 


x1, Blizard/G x1, Blizard/G 
x1, Thunder/G x1, Thunder/G 
x2, Vemier/G x2, Vernier/G 


x2, Bubble 
Helm/G x1 


599 690 
-18 -18 
109 180 
350 375 
9 g 
78 96 
Wingedge 1 © Wingedge 1 
Wingedge 2 Wingedge 2 
Heal Upgrade, Heal Upgrade 
Auto-Counter 
Splash Island Floating Island 
Material/G Material/G 
x2, x72, Fire/G 
Blizard/G x1, x1, Blizard/G 
Gravity/G x1, x1, Gravity/6 
Thunder/G x1, Thunder/G 
x2,Vernier/G x2, Vernier/G 
x2,Bubble x2, Bubble 
Helm/Gx1 Helm/G x1 





689 
4 
264 
335 
“li 
54 
Wingedge 1 
Wingedge 2 
Heal Upgrade 
Ancient 
Highway 
Material/G 
x112, Fire/6 
x1, Blizzard/G 
x1, Comet/G 
x1, Thunder/G 
x2, Vernier/G 


x4, Bubble 
Helm/G x1 


693 
4 

192 

375 

“11 

42 
Hawkeye 1 
Hawkeye 2 

Heal Upgrade 


Broken 
Highway 
Material/G 
x82, Fire/G 
x1, Blizzard/G 
x1, Thunder/G 
x3, Vernier/G 
x4, Bubble 
Helm/G x1 


691 

-18 

201 

365 

9 

180 
Wingedge 1 
Wingedge 2 
Heal Upgrade 


Sunlight Storm 


Material/G 
x122, Fire/G 
x1, Blizzard/G 
x1, Comet/G 
x1, Ultima/G 
x1, Vernier/& 

x2, Bubble 

Helm/G x1 


799 
4 

271 

435 

-11 

30 
Valkyrie 1 
Valkyrie 2 

Heal Upgrade 


Assault of the 
Dreadnought 


Material/G 
x138, Fire/G 
x1, Blizard/6 
x1, Comet/G 
x1, Thunder/& 
x3, Vernier/G 
x4, Bubble 
Helm/G x1 


@ 
yes 
—< 
= 
= 
> 
a 
> 
iep) 
rm 
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RECOMMENDED 


Asteroid Sweep 


x31, Fire/G x1, 
Blazard/6 x1, 
Thunder/6 x2, 
Vernier/G x2, 
Bubble Helm/G 
x1, Square 
Light/G x1 


Falcon Lv. 
572 


16 
326 
13 
24 
WA 
WA 
WA 


Asteroid Sweep 


x39, Fie/6 x1, 
Biizzard/6 x2, 
Gravity/6 x1, 
Thunder/6 x1, 
Vemier/G x2, 
Fiat Helm/6 x1 





Invincible Lv.2 Invincible Lv.3 Invincible Lv.4 Invincible Lv.5 Invincible Lv.6 Invincible Lv.? Invincible Lv.8 invincible Peak 


593 
-18 
286 
225 
§ 
6 
WA 
WA 


Cannon Upgrade, 


Heal Upgrade 


Stardust Sweep 


x38, Fire/G x3, 

Biizzard/G x1, 

Thunder/G x1, 

Vernier/G x2, 

Bubble Helm/G 
xl 


Faleon Lv.2 


114 
360 


42 

WA 

WA 
Heal Upgrade 


Stardust Sweep 


x48, Fire/6 x4, 
Biazard/6 x1, 
Thunder/G x2, 
Vemier/6 x2. 
Flat Helew/G x1 


597 
-18 
245 
276 
i 
36 
Mystile 1 
Mystile 2 
Auto-Life 


Phantom Storm 


x44, Fire/6 x1, 
Bizzari/6 x1, 
Thunder/ x2, 
Vemier/6 x2, 
Bubble Helm/G 
x1, Square 
Light/G x2 


TTY wad 7 


Phantom Storm 


x52, Fire/6 x1, 
Bizzara/G x1, 
Thunder/G x2. 
Vemier/G x2, 
Flat Helm/6 x1 


600 694 
-66 -4 
383 434 
175 200 
u I 
6 KI 
Mystile 1 Mystile 1 
Mystile 2 Mystile 2 
Heal Upgrade Heal Upgrade, 
(x2), Auto- Active 
Counter Formation 
Splash Island — Floating Island 
Material/6 Material/G 
x60,Fire/G = x81, Fire/G x2, 
x1, Blizzard/G = Blizzand/G x1, 
x1, Thunder/G ~— Thunder/6 x1, 
x1, Booster/G — Vemier/6 x2, 
x1, Square  Booster/G x1, 
Helm/Gx1 Bubble Helm/G 
xl 


Falcon Lv.4 Falcon Lu5 
599 659 
-2B -38 
203 123 
280 400 
13 21 
6 2 
Organics 1 Organics 1 
Organics 2 Organics 2 
Heal Upgrade, Heal Upgrade 
Auto-Counter, 
Formation 
Change 
Splash Island Floating Island 
Material/G x47,  Material/G 


Fire/G x1, Fira/G x68, Fire/G x4, 
x1, Blizzara/G = Blizzard/G x2, 
x1,Thundara/G ~— Thunder/G x2, 
x1, Vernier/G x2, Vemnier/6 x2, 
Flat Helm/G x1 Solid Helm/G x1 


690 
-66 
309 
285 


x1, Thunder/G 
x1, Booster/G 


x1, Square 
Helm/G x1 


Falcon Lv 
697 
8 
215 
385 
21 
90 
Organics 1 
Organics 2 
Heal Upgrade, 
Cannon Upgrade 


Material/G 
x108, Fire/6 
x2, Blizara/6 

x1, Comet/6 x1, 
Thunder/6 x2, 
Vernier/G x2, 

Solid Helm/G x1 


697 
-26 
473 


x112, Fire/6 x1, 
Blizara/6 x1, 
Thunder/G x1, 
Booster/G x1, 
Bubble Helm/G 
x1, Shield/G x1 


Falcon Lyv.7 

699 

48 

186 

390 

2 

42 
Main Gauche 1 
Main Gauche 2 
Heal Upgrade. 
Laser Upgrade 


Broken Highway 


Material/G 
x77, Fire/G x1, 
Blazand/6 x1, 
Gravira/G x1, 
Thunder/6 x2, 


699 
-66 
433 
240 
4 
24 
Mystile 1 
Mystile 2 


Heal Upgrade, 
Draw 


Sunlight Storm 


Matenal/G x50, 
Firaga/G x1, 
Bizzaga/6 x1, 
Thunder/6 x1, 
Booster/6 x1, 
Square Helm/G 
x1, Round 
Light/G x2 


Sunlight Storm 


Material/G x28, 
Firaga/G x1, 
Blizaga/6 x1, 
Ultima/G x1, 
Vernier/6 x2. 


Vemier/G x2, Solid Helm/G x1 


Solid Helm/G x1, 
Radar/G x1 


782 
-26 
564 
250 
19 
2 
Ziedrich 

WA 


Heal Upgrade, 
Cost Converter 


Assault of the | 
Dreadnought 
Material/G 
x169, Fire/G 
x1, Fira/G x1, 
Blizzara/G x1, 
Meteor/6 x1, 
Boester/G x1, 
Bubble Helm/6 
x4, Shield/G x1 


= == > 


Falcon Peak 
781 
-38 
133 
450 
2 
378 
Durandal 1 
Durandal 2 
Heal Upgrade 


Assault ofthe 
Dreadnought 


Material/G x126, 
Bizzaga/G x1, 
Graviga/6 x1, 
Metear/6 x1, 
Thunder/6 x1, 
Vemie/6 x2, 

Solid Helm/G x1 








To obtain Special Models, you must first find them within the Gummi Missions. Many are awarded for achieving high ranks, while others are obtained by 
defeating specific Gummi Ships. 


QL ALLIED SS 


PuPu Tonberry Moogle Mandragora Kingdom Model Secret Model 








1200 992 1158 1161 946 015 — "97 = M180 155 790 
8 2 0 40 40 0 40 0 Q 0 18 0 
638 818 1008 561 01285 ™ 1000 628 112 520 
380 70 235 860 340 1100 1 00 240 1045 & 280 
a 50 28 29 16 7) 0 os (8 9 0 
18 102 r 5 ‘66 6 «ee 15 41 100 18 36 
WA WA WA WA WA WA WA WA WA WA Kingdom Model Secret Model 
WA WA WA WA WA WA WA WA WA WA Kingdom Model Secret Model 
Cost Converter Cost Converter Auto-Counter, Cost Converter CastConverter Auto-Regen CastConverter Cost Converter CastConverier Slash Haste Formation Cannon 
2) Dest Convener 2 ; (x2), Cost 2) (2) 2) 2), Slash Change, Active Upgrade (x2), 
(2) Converter (2) Precharge (2), Formation Laer Upgrade 
Cost Converter Formation 
(x2) Change, Active 
Formation 


S-Rank: S-Rankc S-Rank: --S-Rankc =» S-Ramkc Splash S-Rank:S-Rankc Ancient S-Rank: Broken $-Rankc: S-Renk Treasure: «Treasure: 
Assault of the Asteroid Sweep Stardust Sweep Phantom Storm sland (Mission Floating Island Highway Highway ‘Sunlight Storm — Assault of the Asteroid Sweep Assault of the 
Dreadnought (Mission 2) (Mission 2). (Mission 2) == 2) (Mission 2). (Mission 2) (Mission 2) (Mission 2) Dreadnought (Mission 2) Dreadnought 
(Mission 1) (Mission 2) (Mission 3) 
Materia/G © Materia/Gx — Materil/G ©» Matorial/G «= “Matria/G © Matoria/G © Materia/G ©» Material/G © Material/G © Material/G— Materia’ Material/G 
x196,Gravty/6 96, Firaga/G © x102,Fire/G 194, Comet/G x04,Firaga/G x102, Gravity/G 1199,Fira/G — x109,Fie/G © x179,Firaga/G x121,Fir/Gx!, x37,Fre/G 120, Fraga/6 
‘x2.Comet/G x1, Blzaga/& x3,Comet/Gx1, x1, Ovichaleum/ x1, Blzzaga/G x1, Drain/Gx1, x1,Firaga/G x8, Orchaleum/ =x Meteor/G x1, x1, Vemian/& x2, Blizzaga/G 





x3,Vemier/G x1, Groviga/& © Thunder/Gx2Gx1,Excolbur/ x1, Thunder Neon Ori/Gx2 xf, Bubble = G x2 Masamone/G x2, Buhle 2 
12. Big Bridge/ x1, Propelle/G Gx1,Bobble x2, Strm/6 Hel/G xt x1, Excalibu/G Helv xt 
Gx1,Round x2, Screw Helm/G x1 x2, Bubble x1, nfnity/6 
Light/Gx2 —Propelier/6 x1, . Helnv6 x1 . xf, Wheel/G x2 

Rotor/G x1, 

Storm/G x2 
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with their respective Gummi Ship. 





‘ Wer TT Yr 


ca 
~ Durandal 1 ae Ziedich Volhyie 1 Vallyie2-—Ogaics 1 Organics 2. Mystle1-—Mysle2-—Wingedge 1 Wingoige 2 
187 12 134 123 86 87 a 100 4g 85 
0 0 40 0 0 0 a) 0 7) 0 0 
31 38 82 Fe u 2 a 45 45 19 19 
15 S110 is 7 100 60 50 5 60 25 50 
0 0 29 0 0 0 0 0 a. 0 0 
21 eo 648 8 6 6 8 Le «. ae 


Falcon Peak Falcon Peak ‘vine Pak Highwind Peak Highwind Peak Falcon Lv. 3, 4, Falcon Lv.3,4, Invincible Ly, 3, invincti 3, Highwind Ly, 3, Highwind Ly 3, 
5,6,8 5,6,8 4,5,6.8 4,5,6.8 4,5,6,8 4.5.6.8 


‘Material/G — Material/G x20, Material/G Material/G Material/G x21, Material/G x16, ‘Material/G x16, Material/G x17, Mate x17, Material/G x14, Material/G x14, 
18, Fire/Gx1,  Gravira/G x1 x22, Fre/G x21, Fire/G x1, Gravity/Gx1 Fie/G x2 Blizanl/Gx1 —-Fire/Gx! ‘Blizard/G x1 Fire/G x1 Blizard/6 x! 
Blizara/G x1 x2, Blizzard/G = Blizzard/G x1 
x1, Bubble 

Helm/G x1 





nm 
in 





POWER S(t 0 0 0 0 
6 27 27 


MOBY 2 2 
| 


GUMMUSHIPI) focont.7 —Faleonu7? vince Lu? lovin Lu? Highind 7 Highwind Ly. 7 





BLOCKS) MaterioG © Materia/G x20, Material/G x24, Materia/G x23, Materia — Material/G x13, 
(18,Fia/G xt, Gravie/Gxt — Fim/Gxt F/G x14. Frw/Gx1,Gravity/6 xt 
| Biizara/G x1 Bizzanl/6 x1 


SPECIAL MODELS 


8 


©) Secret Model Kingdom Model 
5 ie 140 
Ee 18 
| 1% 85 
60 % 
0 9 
0 15 





=< 
= 
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GUMMI NAVIGATION 


The only time that you can view the different worlds is when you're onboard the Gummi Ship. Many worlds have 
missions that you must win before the heroes can reaen their next destination. = 


Press the @ button to make the Gummi Ship lock onto its nearest target, then press the @ button het locked onto a 
target to warp to its location. When nothing is targeted, press the © button for a burst of Speed. Press the © button 
when near a world or mission to access it. When entering a world that Sora has already visited, a menu is displayed that 
allows for teleportation to previously visited Save Spots. 





This section contains basic strategies to help you master the various Gummi Ship missions in the game. In addition, 
there is a comprehensive listing of Completion Bonuses and Treasures for each mission, i 


C/N Asteroid Sweep 
bf J Asteroid Sweep is the first true Gummi Mission. Use the Left Analog Stick to move around and the ® button to fire. Press the @ button 
‘ \ ZY at any time to around quickly with a Barrel Roll. The primary objective when first entering a mission is to get through it alive. After that, 





os you can return again at any time. 


This is a great level to use Full Auto rapid fire, as asteroids are littered across space. It only takes a 
few hits to destroy each one. Lasers work great here, as they automatically lock on to targets. Watch out for the ships 
that resemble bells and annihilate them before they get too close. If they do get too close, use the Barrel Roll ability 
to zip away before they blow up, The Shield enemies are somewhat easy to defeat, but you must attack them from 
behind, 

Clear-out enemies as quickly as possible and watch for more foes to spawn. Several Red and Gold enemies do not 


spawn unless the enemies that appear before them are defeated first. An example is the gold Knight Head that drops 
the Neon Bar/G in Mission Level 1. You must first defeat all of the other enemies and give it time to appear before entering into the canyon. 





If you have trouble obtaining a particular item, return later with a stronger ship. Pay attention to the special ships. In 
Mission Level 2, it is difficult to notice the red Gatling Ship that you fly over when fighting the gold Spider enemy that 
drops the Kingdom Model. 





In Mission Level 3, you must rotate the camera quite a bit. Pay close attention to the ships that appear on the radar, 
especially those that appear yellow in color. If your ship gets surrounded, unleash Full Auto and rotate constantly. 
This increases your chances of eliminating the key enemies that trigger the appearance of the red and gold ships. 













You receive treasure items by defeating special enemies. There are a few tricks to keep in mind when collecting these 
items. Pay attention to the order and location of the items found. Use the list to approximate the timing and position of 
these enemies. The Screen column is especially useful in noting the camera orientation. Because many enemies move 
around, the Screen column shows only one direction that the enemy may attack from. 











296 








f 
MISSION LEVEL 























COMPLETION BONUS 
RANK MEDALS TYPENAME = 
$ 0 oS end aely 


SB Neon Orb/6 ; 
or ous fevesl 
® Fil 
S Thundara/G 
a aa 


COMPLETION Bonus 
(RANK SCORE TYPENAME = 
S 5002 Highwind 2 Model 


A M0 Propolis 
B 380 Lange Shield/G 
20 @ FiaG 
D280 Sow/G 


comPLetion Bonus 
‘RANK SCORE TYPENAME = 
S$ 1,000,000 ® AlatHelm/6 


® Huricane/6 
B 800,000 ® Thruster/G 
C 700,000 Rate 
D 600,000 Gungnir/G 

E 500,000 Masemune/G 


RANK «SCORE RANK = SCORE 
S+10 4,700,000 S+5 2,700,000 















900,000 






































200 


















TREASURES 













TREASURES 


















































@ GrvityG = =—NWA ® Fis Back Knight Head (}) 

@ ThundevG Lot pe 4 ® Tomesv Bak UE.) S+9 4.300000 S+4 2,300,000 

@ Fie ———_Back Knight Head (}) @ TempesvG ight Ring Tank 6) ‘ani 

D> Blizari/G From ‘Knight Head (@) ° era EE S+8 3,900,000 = $+3 Bees 

9 NotoiaV’ x10 From Koght ead) © Prpelev® Frum Spider®) 500000 $42 1,600,000 

@ Neon Bar/G — Front ‘Knight Head (6). @ F/G Back KnightHerd(®) 6} )6=| Map ganna arene 

: PS Sue it Font WEL mi Ges Ca S+6 3,100,000 S+1 1,100,000 

© FlatHeln/G Front UO. (8) ~ Kingdom Model Front Spider (6). TREASURES 

@ Tphoon/G Front Knight Head (6) @ Vemicr/G ‘Front Knight Head (R) ap 
 Storm/t Front Bomb Bell (6) @ Noon Bat/G Back =——-ULEO. (6). 

Frat Koight He WheeV ——ight-—‘ing Tak (6) 


Thunder/G = Front’ »=—-‘ULEO. (R) 
Blizant/G Left Ring Tank (R) 
Gravity/G Front = Bomb Bell (R) 
Slash Haste Front Spider (R) 
Vernier/G = Back Knight Head (A) 
“Tempest/ ight Knight Head (R) 
Fire/6 Left Knight Head (R) 
Typhoor/G Back —Knight Head (6) 
Vemie/G Back Knight Head (R)_ 
‘Sonic Turbo/G — Front Knight Head (6). 
Slash Precharge Front  Spider(G) 
Tempest/& Front ‘Knight Head (R) 
Fre/S Front Knight Head (R) 
Typhoon/G == Front. = Bomb Bell (6) 


eee eeeeeeabeets 
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Of at ly > Stardust Sweep 


The Stardust Sweep missions take place 


a 7 e in-an area similar to Asteroid Sweep. The 
ae 5 
mos newest and most troublesome enemies, 


called Hex Rings, fire laser rings. One way 
to avoid this attack is to remain still and allow the ring to 
pass around your ship. If 
other ships are also firing, 
perform a Barrel Roll to 
avoid any damage. 


The final three items in 
Mission Level 1 can be 
difficult to obtain without 
a powerful ship. The trick 
is to defeat the last Spider enemy with time to spare, The 
large Hunter Ship makes its first appearance in Mission 
Levels 2:and 3. When battling it, remain in the center as 
often as possible to avoid its attacks. In Mission Level 2, it's 
necessary to defeat the Hunter rather quickly to make the 
Vernier/G and Fire/G ships appear. Don't miss the red enemy 
that spawns from behind during this fight and in Mission 
Level 3, 


Mission Level 3 starts with a Spider enemy attacking from 
behind. Defeat it quickly to make other special enemies 
appear. Make a complete rotation with the camera while 
fighting this foe to take out the enemies that spawn around 
your ship. Taking this 
approachis essential 
to making the other red 
and gold ships appear 











MISSION LEVEL” 















$ 30 
A 
B 
C 18 
D0 14 
E 10 















before the planet's first 
architecture. 





Upon reaching the second 
set of buildings, rotate 

to the left and eliminate the red Cyclops. After doing so, 
rotate 180-degrees so that your ship is facing the opposite 
direction. Quickly destroy another red Cyclops and rotate 
180-degrees again. Now facing left, fire atthe red and gold 
Cyclops enemies. You must dispose of these enemies to- 
make the others appear. 












$ 500 
A 440 
B 380 







320 
260 
200 


COMPLETION Bonus 


TREASURES 


‘TYPE PIECE = SCREEN ENEMY 
Jf Pte Sins a ae WA OWA EB 
® Blizan/G Ft Gatling Ship (R) 
° Rot --Fire/6 Hex Ring (8) 
Cyclops (Rh) 


it aaa : 
‘ight Gating Si) 
Back Hunter 
‘Back ight Head) 
| Cyclops (A) 
Knight Head (R) 
‘Spider 
Knight Head (6) 
Bomb Bell (6). 





TREASURES 






 PePuNoiet «Hepp Back Spider 
_ Back — Knight Head (6) 
> ree Bomb Bel) 
® Pachl/G nt Gating Ship () 
re nt Knight Head (8) 















~ Gating tp) 





































Phantom Storm: 


During the Phantom Storm missions, the main 

foe is an ominous pirate ship. During the 

pursuit, you cannot directly damage the pirate 

ship, so focus on the smaller enemies and 
watch the radar for other special ships. 










900,000 







During all three missions, it is possible to obtain one item 
by blowing up the pirate ship. Attack the Skull in the front to 





800,000 







C 700,000 






0 600,000 
500,000 Comet/G 


RANK «SCORE = RANK «SCORE 
S+10 4,700,000  S+5 2,700,000 


$+9 4300000 S+4 2,900,000 
S+8 3.900000 S+3 1,900,000 
S+7 3,500,000 S+2 1,500,000 
S+6 3,100,000 S+1 1,100,000 





your attacks on the cannons. 






® @ @ @ 





Make quick work of the Drill Fighters in Mission Level 2. The 
first one is of the normal variety, the second one is red, and the 
third one is gold. You must defeat each one to make the next one 
appear. To make the medal collection in Mission Level 1 much 
easier, try to destroy the pirate ship. Demolish the giant wheels 
attached to the side to collect medals. In Mission Level 2, make 
the smaller ships the priority. 








































TREASURES 
TYPE PIECE = SCREEN ENEMY 







COMPLETION BonUS TREASURES 

A a ae 

SS Reale Shing == TeonySyatam WA WA 
D> Square Ligh tight el 6) 

A B&B © laren © Vow xi0 Grappler) 

Grappler (R) 

~ Knight Head (R) 

Knight Head) 

- Grappler (6) 

- Stal 






aDEEGREBEUEROUBEOGEE 






[ 
renee 


Re 


Pe PPT PRP VOVVVQVVLGe 
EE 





damage it, then wait patiently for the ship to circle before going all-out against it. Additionally, focus 
your attacks on the smaller ships and the cannons on the pirate ship's deck. Focus the majority of 









COMPLETION Bonus 
















$500 Tonbery Model 
A 40 Storms 

B 380 «= @® Sonic Turbo/G 

C 320 Raden 

D 280, Gungnir/g 


COMPLETION BOnUS 






S$ 1,000,000 = Dril/G 





A 900,000 Stom/G 

B 800,000 Large Rotor 

C 700,000 Bridge/G 

D 600,000 Bizzww/G 
E 500,000 Thundaga/G 
RANK SCORE RANK «SCORE 
S+10 5,600,000 S+5 3,100,000 
$+3 6,100,000 © S+4 2,600,000 
$+8 4,600,000 S+3 2,100,000 








$+7 4,100,000 +2 
$+8 3600000 S+1 


4,600,000 
1,400,000 












3200 


% 


@228900088 0808 


@ Thnstov6 


TH 





TREASURES 
‘RANK SCORE TYPENAME = =—=-TYPE PIECE §=— | SCREEN ENEMY 


Gravity/G 
Fira/G 
Propelles/& 
Cyclone/6 
Neon Bar/G 
Neon Orb/6 
Gravity/G 


_ Meteor/6 


Onll/G. 
Thnuster/G 
Booster/G 


TREASURES 
‘BANK SCORE TYPENAME = PS 


Fira/G 


Thruster/G 


Neon Bar/G 


Antenna/G 


Fira/G 
Vortex/6 
Storm 
Stomm/S 
Vortex/é 


Neon Orb/6. 


Blizzara/G 


Come 


Back 


Back 


se 
Back 


Front 
Front 


Front 


EEE 


Front 
Front 
Front 
Front 










Grappler (R) 
Gatling Ship (R) 


- Grappler () 


Spiked Roller (6) 


~ Skull 


Gating Ship (8) 


Gating Shi (6) 
~ Knight Head (8) 


Knight Head (R)_ 
Gatling Ship (6) 


~ Grappler (} 


Grappler (6) 
Knight Head (R) 


Spiked Roller (R)_ 















The Gummi Ship battle has several new 
ships, like the Bombers and Submarines. 
Bombers fly onto the screen and fire 
rockets, so shoot them down before they 
get too close. The Submarines have ring attacks that are 
similar to those from 
the Stardust Sweep 
missions. Remain still 
when these foes jump 
out of the water, then 
return fire as the rings 
pass around your 
Gummi Ship. 





By defeating Mission Level 1 of Splash Island, you acquire 
the AUTO-COUNTER ability. Consider equipping this cool 
ability to your favorite ship right away! 


You can obtain several 
items by defeating the ; 
colored Shield ships. 2 me 
One way to dispose of 
them without rotating 
the camera is to equip a 
few Impact Gummies on 
your Teeny Ships. 





Near the end of Mission Level 3, watch for enemies to 
sprout up around your Gummi Ship. A fleet of Bombers 
attacks from behind, while four Gatling ships strike from 

the front. If your ship isn’t strong enough to take them all 
out, focus on the Bombers. While firing, use the Barrel 

Roll ability to run circles around the screen. This should 
enable you to dodge the Gatling ships’ fire and the Bombers’ 
rockets. 





MISSION LEVEL 






















COMPLETION Bonus TREASURES COMPLETION Bonus 
S ‘RANK MEDALS TYPENAME =‘ TYPE PIECE = SCREEN ENEMY 5 RANK SCORE TYPENAME = 
S 30 A _Decal Skins @ Auto-Counter WA S 1,000,000 Solid Helm/6 
aq famaton UFO. (R) 
A 28) ® Neon Bar/G Change A 900,000 Storm/G 
® Fai Bomber () 
B 22 = Screw Propeller/G © Sphere Heln/G Bomber (A) B 800,000 += Screw Propeller/6 
C18 Bridger C 700,000 Firaga/G 
D — 14.-—_ AP Limit Upgrade D 600,000 Biizaga/6 
E 500,000 Meteor/G 


RANK «SCORE RANK SCORE 

S+10 3,800,000  S+5 2,300,000 
S+9 3,600,000  S+4 2,000,000 
S+8 3,200,000  $+3 1,700,000 
S+7 2,900,000  $+2 1,400,000 
S+6 2,600,000 =S+1 1,100,000 


TREASURES 
TYPE PIECE =» SCREEN ENEMY — 
Rotor/G Front. U.EO. (R) 
Fira/G Left Gatling Ship (R) 
Comet/6 Front Gating Ship (R) 



















COMPLETION Bonus TREASURES 
RANK SCORE TYPENAME 
350 Moogle Model 


























Storm/G 
Round Light/G 







Antenne/G 















% 
aoe © Noon Ba/G Front Bomber (6) 
Thundoga/6 © Storn/6 Beck Bomber (f}) 
D Fioga/6 Front Bomber (A) 
D Vortex/G Front Bomber (6) 
© Square Light’G Front Knight Hoad (A) 
* peat Front Knight Head () 
® FlatHeln/G Front Shield () 
Propolis ‘Front EO. (R) 
® Votevs Back Shia (6) 
® Front 
Ss Front 
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*, Floating Island 


&. The large, four-legged Crawler ships are 






oa unique to Floating Island. They have lots of COMPLETION Bonus 

ar HP, making them quite difficult to defeat. RANK MEDALS TYPE NAME 

A good strategy is to equip several Impact A Veroty Skins A 

Gummies and simply ram the ships when the opportunity 
arises. This will cause some damage to your Gummi ® Propeller/G 
Ship, but it definitely @ Shell 
simplifies the process of 
defeating them. @D Sphere Helm/G 
Retrieving all of the 7 a @ OrchalcunvG 
items in a single pass i @ Acie Fametos 
is extremely difficult. At 
one point, two Crawlers 
appear on either side 


of the screen. Use the Impact Gummy technique to defeat 
one, then dispose of the remaining crawler on a subsequent 
attempt. 


Watch out for the enemy ships that resemble flies, as their 
fire fans out and targets your Gummi Ship. Use the Barre! 
Roll ability to avoid their attacks while firing constantly. A 
laser-heavy ship is one way to compensate for the extreme 
movements required to dodge these attacks. 


If you have Formation Change, use it to select various 
Teeny Gummi formations. Use the blue focus formation to 
attack crawlers and 
other ships that are 
directly in front of your 
ship. As the crawlers 
approach, press the ® 
button again to use the 
rotating formation. This 
makes it much easier to 
hit multiple enemies with the Teeny Gummy Ships’ Impact 
Gummies, Use this tactic when approaching tank battalions 
near the ground. 


COMPLETION Bonus 
‘RANK SCORE TYPE NAME 





TREASURES 
TYPE PIECE ‘SCREEN ENEMY 


Cost Limit 
Upgrade 
Material/6 x10 
Mini-Propeller/G 


geek E GREET S 


EY 


Es 


EELTETLLLLERERTSEE| 


WA 

Knight Head (A) 
Crawler 

Mega Tank (R) 












































$+10 
$+9 
$+8 
$+7 
S+6 


1,000,000 
$00,000 
800,000 
700,000 
600,000 
500,000 


2,900,000 


2,700,000 
2,500,000 
2,300,000 
2,100,000 


TREASURES 











Masamune/G 
Fira/6 


Mini-Propeller/G 


Screw 
Propeller/G 
Large Rotor/6 
Comet/G 
Round Light/G 
Saw/G 
Rotor/G 


Mini-Propeller/G 


Propeller/G 
Blizzara/G 
Angel/G 
Bubble Helm/G 
Neon Orb/G 
Comet/G 
Screw 
Propeller/G 
Propelles/G 


Angel/G 











compPvetion Bonus 
‘RANK SCORE TYPENAME = 


Sphere Helm/G 


Square Light/G 





Mini-Propeller/G 


Saw/G 


Firaga/6 


Ultima/G 
“RANK SCORE 
1,900,000 
1,700,000 
1,600,000 
1,300,000 
1,100,000 





S+5 
$+4 
$+3 
$+2 
S+1 









Back 
Front 
Front 


Front 


Front 
Back 
Back 
Back 
Right 
Left 
Right 
Front 
Front 
Back 
Back 
Front 


Front 


Front 
Back 








Driller (A) 
Knight Head (R) 
Crawler 
Bomber (R) 


Crawler 

Phosnix (R) 
Bomber (R) 
Phoenix (R) 


Phoenix (6) 






















*, Ancient Highway 
While racing down the highway, pay close 
attention to the oversized Reaper's Wheel that 
closes in from behind. Defeat this unique foe 
to make it drop an item in each mission. Fire 


Bud 


everything you have at it, but pay close attention to where your 
lasers lock on. With each approach, one portion of the enemy 
becomes its designated weakness. 








Don't focus so intently on the wheel that you lose sight of the other ships in the area. Blast the wheel 
to knock it back, then use the time it takes for the wheel to catch up again to demolish the other 
ships in the vicinity. You'll recognize when the wheel is within range when a yellow ship appears on 
the rear radar. 












The Grappler ships are particularly nasty foes, as they latch 
onto your Gummi Ship. To knock them off, perform a quick Barrel 
Roll. The red and gold Grappler ships are special ships that drop 
items. Shoot them down before they attach to your Gummi Ship 
to obtain an item. When you knock them off with a Barrel Roll, 
you will miss an opportunity to acquire their items and medals. 




















Toward the end of Mission Level 3, several standard Hex Ring ships and one gold one surround you. 
Ignore all of their attacks and let the ringed lasers pass by. Use the radar to determine which side 
the gold-ring ship is located, then rotate the camera and focus your attacks against one of these 
ships. The gold Hex Ring is the only one of the group that drops an item. 





At the end of the mission, focus all of your attacks on the Hunter ship. Defeat it quickly to procure its 
item and make other ships appear. 





COMPLETION BonUS TREASURES 
RANK MEDALS TYPE NAME TYPE PIECE | SCREEN ENEMY 
30 Variety Skins B Seals WA 
Biizara/6 Phoenix (R) 
@ Cyclone/6 Wheel/G Reaper's Wheel 
® Wheel etal Speed (6) 
Cannon Upgrade Speeder (A) 
@ Slash Upgrade Material/G x10 Phoenix (R) 
© Faw Sonic Turho/G Hunter 
Neon Ort/6 Phoenix (6) 
@ = Auto-Regen 
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~ This trip is similar to the Abandoned 
Highway. The Reaper's Wheel enemy 
makes an appearance again, but this time 
it has the ability to follow your ship into the 
air. Focus in on the weak points indicated by your laser's 
auto-lock on feature. 









competion Bonus TREASURES 

‘RANK: SCORE TYPE NAME TYPE PIECE SCREEN ENEMY 
St Dll © Huricane/ ——Fromt-—Speeder (i) 

Aol Foyer) 
: ic 
















A 300 



















250 Use the Formation 

200 Change ability to make 
your Teeny Ships rotate. 

150 This enables you to 

100 focus your attacks on 
enemies in the center, 
while the Teeny Ships 
smash through the bikes 


on the highway. Use the Medal Converter ability to increase 
the number of medals that the enemies drop, too. When 

you reach a medal count of 30, your Gummi Ship enters 
Berserk Mode. This causes your ship to become much more 
powerful. 





COMPLETION Bonus TREASURES 
a — 
1,000,000 t 





Toward the end of Mission Level 3, rotate your Gummi Ship 
around to destroy the flying wheel. Make quick work of 

the Reaper's Wheel to spawn additional special enemies. 
With Medal Converter equipped, you should have no 
problem reaching Berserk Mode and an “S" rank in all three 
missions! 

















700,000 













2,700,000 
500,000, 
2,300,000 
2,100,000, 







y: 
MISSION LEVEL~ 


, COMPLETION BonUSsS TREASURES 
30 Neon Skins A Tonmy Limit WA 1,000,000 
D Wohoon/s Kaight Head (6) 900,000 
: Reaper's Wheel 
D Booster’ Spon () 800,000 
D Largo Shiott/G Shield (R) 700,000 
@ Bizzaga/G 


Gatling Tank (R) 
Speeder (R) =e 
@ = Medal Converter 


Gatling Tank (R) 500,000 

Gatling Tank (B) 

~ Speeder (R) RANK SCORE = RANK = SCORE 
Reaper's Wheel S+10 2,900,000 1,900,000 


Knight Head (R) 


Speeder (6) $+8 2,500,000 1,500,000 
S+7 2,300,001 1,300,000 
S+6 2,100,000 1,100,000 


TREASURES 


@eeeveeeeneeee * 
FEEESTEREE TTT Ss 


. COMPLETION Bonus TREASURES ESN 
| RANK SCORE TYPENAME = TYPE PIECE = SCREEN ENEMY | 
2s Cactuar Model B Saw/é Reaper's Wheel 
Speeder (R}) 
D Darkness/6 Knight Head (R) 
@ Wheel Knight Head (R) 
Reaper's Wheel 
Kaight Head (R) 
Kaight Head (R) 
Knight Head (R) 
Shield (R) 
Gatling Ship (6) 
Speeder (R) 
Speeder (6) 
Reaper's Wheel 
Knight Head (6) 
Reaper's Wheel 
Knight Head (R) 


Knight Head (R) 
Reaper's Wheel 
Speeder (R) 
Gatling Ship (R) 
Shield (R) 
Gating Ship (6) 
Gatling Ship (R) 
Reaper's Wheel 
Gatling Ship (R) 
Speeder (6) 
Knight Head (R) 
Knight Head (R) 
Knight Head (6) 
Knight Head (R) 


eee eeeeeseee8 @ @@ 

EEE RE SSEELLTER E EEE 
@eeevevevevevseas 
EEEEEEETETEEEEELE 














Mystic Fiyer (R) 
Knight Head (R) 
Spiked Roller (A) 
Spider 

Mystic Flyer (R) 
Mystic Flyer (6) 
Spiked Roller (R) 
Grappler (R) 
Grappler (R) 
Mystic Flyer (R) 
Mystic Flyer (R) 
Spiked Roller (G) 
Hunter 

Driller (R) 


@eSSCRORP2RGG8 
ee eee eS 2 a 








TREASURES 





| TYPE PIECE = SCREEN ENEMY = 

@ Round Light’ Left Spider 

@D Meteo/G Left Spiked Roller (R) 
D Square Light/G Left Grappler (R) 
®@ Vorew6 Left Mystic Hyer (R) 
@ Mini-Propeller/G Left Knight Head (G) 
@ Parabola/G Front Driller (G) 

BD Wheel/6 Front Mystic Flyer (R) 
® Firaga/G Left Spider (R) 

@ Neon Orh/G Left Grappler (6) 
@ Wheel/G Back — Mystic Flyer (R) 
@ Neon Bar/G Back — Mystic Flyer (G) 
@ VortexrG Back Mystic Fiyer (8) 
@ Comet/G Back Spiked Roller (R) 
@ Firaga/6 Front Spider (R) 

@ Bliaga/G Front Spider (R) 

BD Gungnir/G Back Hunter 

BD Propeller/6 Front ~— Knight Head (G) 
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COMPLETION Bonus 


1,000,000 
900,000 
800,000 
700,000 
600,000 
500,000 


© pho 
© idem 
ad Come ay 
© Gov 


$+10 5600.00  S+5 3,100,000 
+9 6,100,000 S+4 2,600,000 
S+8 4,600,000 S+3 2,100,000 


TREASURES 








1,000,000 
900,000 
800,000 
700,000 


600,000 Graviga/G 


500,000 es 


$410 9999999 | s+5 5,000,000 | 
| S+9 8,000,000 | S+4 4,000,000 | 
S+8 8,000,000 S+3 3,000,000 
$+7 7.000000, S+2 2000000 | | 
$+6 SIE SH ioe 
TREASURES = 
‘TPE PIECE SCREEN ENEMY 
Dill/G 
furicane/& 
Booster/G 
Round Light/6 
Hurricane/G 


os oe 
® Votes 

© aye Shelve 
@ Auto-Regen 
® Drive 


SE RRRRSS Ean 
ireerercizil) 
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STANDARD ENEMIES BOMB BELL” 





LEGEND 
o There are three groups of enemies. Standard Enemies come in three types: Basic, Red, and Gold. Other enemies 
ype sometimes include arms that have their own HP. 
Score _ Points earned when the enemy is defeated. 
HPI Enemy Hit Points TYPE] SCORE] WP [OAMAGETCHARGET ROP) 
Damage The strength of the enemy attack. Basic 400 300 10 4 © x4 


Charge __ The amount the Slash Gauge is charged when enemy is destroyed. Red 1200 1500 20 50 @xi2@x6 
The general number of Medal and HP orbs dropped when the enemy is defeated. 
©—Medal Orbs, ) —HP Orbs. Gold 2400 3600 30 100 Ox24@x12 


BOMBER.  CYCLOPS, _ DRILLER. 


NORRARR Ow 


TB a Oe DROP TB i es ITYPE| SCORE EE 
Basic 200 200 1 2 Ox2 Basic 200 150 5 2 0x2 Basic 2400 4000 10 15 Ox 


Red 800 1000 1 5 Ox8@x4 Red 800 1000 5 5 Ox8@x4 Red 3200 6000 15 50 Ox32 Bx 16 
Gold 1600 1800 1 100 ©xt6Gx8 Gold 1600 1800 56 100 ©Oxi6Gx8 Gold 4000 8000 2 10 Ox4Gx20 


Drop 


~~ ~~ 


GATLING SHIP»  GRAPPLER %, _HEKRING, 


CwHETR TAIATA FY 


TT OO a ee 
Basic 400 700 1 4 Ox4 Basic 200 100 10 2 Ox2 Basic 400 800 1 4 Oxlex? 


Red 1200 1500 1 50 Oxl2@x6 Red 800 1000 10 5 Ox8Gx4 Red 1200 1500 1 5 Oxi2@x6 
Gold 2400 3600 1 100 ©x24G@x12 Gold 1600 1800 10 100 = ©xi6G@x8 Gold 2400 3600 1 100 Ox4@xi2 


KNIGHT HEAD» MEGATANK  MYSTIC-FLYER: 





Ste. 





babe abe RRO TTT 


ITYPE|SCORE| HP [DAMAGE| CHARGE] OROP  MMMTYPE|SCORE| HP [DAMAGE|CHARGE] DROP | 
Basic 200 80 865 2 Ox2 Basic 400 600 1 4 Ox46x2 Basic 1600 1400 1 15 = ©Ox6@x8 


Red 800 1000 65 6) ©Ox8@x4 Red 1200 1500 1 6 Oxi2@x6 Red 2400 2000 1 5 Ox24@xi2 
Gold 1600 1800 5 100 ©xt6GBx8 Gold 2400 3600 1 100 @x24@x12 Gold 3200 3600 1 100 = ©x32@x16 


“—" 











Basic 400 600 1 4 otex 


Red 1200 1500 1 60 
Gold 2400 3600 1 


Oxi2@x6 
100 ©x24@x12 


TYPE] SCORE) HP [DAMAGE] CHARGE] DROP 


= 20 «80S 2 O11 
Red 800 1000 1 5 3 Ox8@x4 
Gold 1600 1800 1 100 Oxi @x8 





Basic 200 90 1 2 612 
Red 800 1000 1  Oxi@x4 
Gold 1600 1800 1 100 =Oxth@x8 


~~ 





1 A 


Basic 200 70 1 2 Ox2 
Red 800 1000 1 50 8 Ox8@x4 
Gold 1600 1800 1 


100 Oxth@xs 


TYPE] SCONE] HP [UAMAGE] CHARGE) DROP | 


Basic 5000 a 1 100 © x96 @x32 
am =0 1400 1 4 @x6 
Red 10000 14000 1 100 ©x192 @ x64 
am 0 2800 1 18 ®x6 
Gold 15000 20000 1 10 Ox2@ 
-am «60042001 18 8x6 





PrvPe [Scone] HP TOAMAGET CHARGE] UNOP 


Basic 400 800 1 4 Ox4 
Red 1200 1500 1 50 Gx12@x6 
Gold 2400 3600 1 © 100 @x24@x12 


= 


Ta OO ee 
Basic ‘00 3006 4 Ox4@x2 


Red 1200 1600 10 60 3 =Oxi2@x6 
Gold 2400 3600 20 100 Ox24@x12 


SPIKED ROLLER, 





TYPE] SCORE] HP (DAMAGE, CHARGE] DROP 


Basic 400 700 1 4 @ex4 
Red 1200 1500 1 50 @xi2@x6— 
Gold 2400 3600 1 100 @x2@xi2 


»_ 





au 


A¥WILS38 IININND 












toe 
Lo 
— dt! | aca 
ea és eee earn =. 

















t } : = = 
Ha BG ne Oe 


oer 










Basic 1600 3000 1 100 @x8Ox16 Basic 300 500 20 2 @x5 





gcitruirss 


Ti Co | i 
Basic 200 100 10 2 Ox1@x2 Basic 200 100 10 2 Oxl@x2 Basic 2400 5000 1 4 Ox4@xi2 


‘ nite a 
& 
= = = ; 
& S 
on Peeper » yenrseny > SSE, 








oTeayenttasgs. 





















Sct ers d ii see ie = USER ded 
7 Oo ITYPE| SCORE] HP [DAMAGE/CHARGE] DROP | 
Basic 400 600 1 4 Ox4 Basic 1600 3000 1 50 ©@xt6@x8 Basic 100 200 1 2 Oxi 







SKULL: 


—————————w 









DAMAGE 


Basic 30000 30000 1 200 ©xi00@x50 Basic 1600 5000 1 4 Oxt6@xe 


»™ 
SEF. 













i a 
Basic 100000 100000 1 165 ©xi00@x50 Basic 2400 10000 1 














32 


@ 
c= 
= 
= 
22) 
mm 
2) 
= 
S 
=» | 
< 

















5 100 x76 @x76 
B 20000 20000 100 = ©x76@x76 
C 30000 30000 5 100 © x 152 @ x76 
0 50000 50000 6 100 © x 152 @ x76 


pm paeey 
cy / 

me 
\ 


Body 500000 500000 § 100 ©x100 Basic 50000 100000 1 50 @x8 


Basic 8000 






>e& 


1 No 

Stardust Sweep 2 B Yes 
3 B Yes 

1 C No 

Ancient Highway 2 D Yes 
3 D Yes 

1 C Yes 

2 D Yes 

Sunlight Storm 3 B Yes 

3 i} Yes 

3 i} Yes 
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THe Heartiess 


When a person loses his heart to darkness, a 
Heartless is born and it seeks out other hearts 
to corrupt. Although a Heartless can be created 

naturally,” those who dabble in darkness have 
learned how to create artificially enhanced 
Heartless with special powers and forms. The 
Heartless are numerous, but Sora and friends 
must fight to free those hearts from darkness 
forever! 


ENEMY 


oo 21 








| VITALS Port Royal (L20) 51 

Enemy Cerberus Cup (128) os) 62? 

lo Land of Dragons (L35) 76 (470, 34 (9 

Titan Cup (L41) 86 = 39 22 

Cerberus Paradox Cup(L70) 133 - 62 36 

. Titan Paradox Cup (L80) 1590 = 70 “4 

categories =| Hades ParadoxCup (L99) 18) 2 87 St 
| 

| | 

_ Jj] 





i a TL 
x10 B 


Uppercut Weapon 
Swoop down and uppercut ‘ 
Charge Punch Weapon x15 0 
Downward punch 

Kick Weapon x15 B 
DES | Two-legged kick 

Rush Kick Weapon x15 B 
Charging kick 

2S SRE SES 

x10 x1.0 x10 x10 x0 x10 


Air Twister -x1.0")2.0"72.0 









Grab Pirate during Rush Kick and swing 
| with® 
J 


=" | my 


® HP x2, | Munny x2, Dark Crystal (8%), 
Bright Crystal (4%) 





sry 




















Flying bird-like Heartless, Aerial 
Knockers are generally weak 

but they have some very vicious 
punch combos. They tend to avoid 
opponents until they're ready to 
swoop in and strikel 


—— 


[ HP | EXP | STR] DEF 
The Pride Lands (126) 6) 8 2 
Cerberus Cup (L28) 64 fies 27 fue 
The Pride Lands (L43) 9 278 4 2 
Cerberus Paradox Cup (L70) 133 = 62 36 


fAcTION TYPE | PM DEL 
B 


Quintuple Hook Weapon x0.5 

IDES | Five Successive hook punches 

Triple Jab Weapon 0.25 B 

IDES | Three rapid jabs 

Charge Punch Weapon x1.25 B 

IDES | Rushing straight punch with massive glove 

Pw tf ee to! 
x1.0 x10 x1.0 x10 x1.0 


x10 


on ¢ oOmmaAnDS 






Core 


Rapid Blow x1.0 


Rush in and attack. Multi-hit 


TEM DROPS 


@ HP x2, Munny x2, Power Gem 
(8%), Bright Gem (4%) 














Although they may look silly, these 
airborne foes can pose 4 real 
problem. Not only are they highly 
mobile, but their machineguns 
can nail Sora and friends from a 
distance, peppering them with 
repeated shots. Hit them with 
magic or close the gap fast! 


= 
















HP [EXP] STR | DEF 
Timeless River {L19) 49 45 20 " 
Pain & Panic Cup (L20) 51 - 21 Vu 
Timeless River (L34) 4 159 832 18 
Pain & Panic Paradox 
Cup (L60) 7” oe 
Hades Paradox Cup({L99) 181 = 87. «5 
FACTION. TYPE | PM _| DFL| 
Machinegun Strafe Other x5 X 


IDES | Flies forward firing machineguns 


Raiding Charge Weapon x - 0 
IDES | Triple spinning charge 
Turning Ram Weapon x1.25 0 
[S38 Low-altitude ram 
Pw oy. ee 2 Lo | 
x10 x10 xh.0 x10 x10 x10 


REACTION COMMANDS 


reaction / power | 


N/A N/A 


N/A 


ITEM DROPS 


@ MP x2, — Munny x2, Frost Stone (8%), 
Bright Stone (4%) 








These flying pirates are fairly 
tough, but nothing special. Like 
most airborne Heartless, they tend 
to circle their opponents before 
swooping in to attack. Get in close 
, \ and clobber them! 


\ — 


| HP | EXP | STR] DEF] 
Port Royal (L20) 5) sO. 21 on 
Cerberus Cup (L28) 64 27 15 
Land of Dragons (L35) 76 wm 4 
Titan Cup (L41) 86: Eee, 39 2 
Cerberus Paradox Cup (L70), 133 = 62 36 
Titan Paradox Cup (L80) 150 Hie 70 0M 
Hades Paradox Cup (L99) 181. We 87 «51 
a a a 
Uppercut Weapon x1.0 B 
IDES | Swoop down and uppercut 
Charge Punch Weapon x15 0 
IDES | Downward punch 
Kick Weapon x5 B 
IDES | Two-legged kick 


Rush Kick Weapon x15 B 


IDES | Charging kick 
aia 


x10 x10 x10 x10 x10 x10 


anv: 


-x1,0™92.0"92.0 


Air Twister 









Grab Pirate during Rush Kick and swing 
with® 


ITEM DROPS 


HP x2, Munny x2, Dark Crystal (8%), 
Bright Crystal (4%) 

















Despite a fearsome appearance, 
Armored Knights are actually one 
of the easiest kinds of Heartless to 
defeat. They don't have much HP, 
and the Reaction against them is 
very powerful, But they do tend to 
swarm in large numbers! 





Hollow Bastion (128) 32 S22 27 St 
Hollow Bastion (L30) 34 285 29 S16 
Hollow Bastion (L34) 37 Gage 32 Be 
Beast’s Castle {L36) 39 (oF. 34 a 
Port Royal (137) 40°39 «+35 2 
Halloween Town (L41) 43 80 39 | 22 
The Pride Lands (L43) 45 86 40 —23 
Hollow Bastion (L45) 46 | 62 42 | 24 
Hades Paradox Cup (L99) 90 87. St 
Toe a 
Tripping Slash Weapon x0.5 0 
IDES | Lunging sword attack 
Spin Rush Weapon x0.5 0 
IDES | Horizontal spin attack 
Jump Rush Weapon x0.5 0 
DES | Jumping sword thrust 
Wri ke | Bol tee LO) 
x10 x1.0 x10 x1.0 x1.0 x1.0 
Rising Sun x10.0 


Sweep through the air. Up to 5 attacks 


ITEM DROPS 


@ HP x1, Lightning Gem (4%) 
















Centaur-like Heartless with mean 
streaks as long as their naginata 
weapons, Assault Riders are 
enemies that can really take 4 chunk 
out of the heroes’ life bars. Attack 
them with magic from a distance 

if you can help it, because even at 
mid-range, these guys swing a mean 
spear! They get especially nasty and 
quick when their HP gets low! 































Land of Dragons {L10) 12 6 
Pain & Panic Cup (L20) 128 eee 21 
Land of Dragons {L35) 190 425 34 | 19 
Goddess of Fate Cup {153} 263 == 48 28 
frets Panic ParadoxCup 493. 5481 
Hades Paradox Cup (L399) 435 | = | 87 \BI 


a a 
Slash Out Weapon x10 0 
IDES | Rears up then swings weapon 

Thrust Weapon x1.0 0 


IDES | Jabs weapon forward 


Flourish Weapon x0.25 B 

IDES | Windmill-spin with weapon 

Assault x1. (hit 
Weapon 24x05) 

IDES | Rushing body blow 

Explosion Fire x2.0 x 

DES | Creates explosion in front 

a DS 


x1.0 x1.0 x10 x1.0 x1.0 x10 


N/A 


ITEM DROPS 


@HP x2, Drive x4, Dark Stone (12%), 
Hi-Potion (10%), Serenity Shard (4%) 


3S 


316 







This slow but tough tower can only 

be hurt in its spherical head, so aim 

for that! Watch out when it raises 

up high in the air, as it's about to 

slam back down ina wide-reaching 
shockwave! Jump to avoid the 

\ wave and counterattack. 






















































x10 x10 x10 x0 x10 x10 













REACTION commanDnsS 


po 


Bolt Reversal x10 N/A N/A 


N/A 


ITEM DROPS 


Drive x4, Munny x2, Lucid Gem 
(10%), Energy Crystal (4%), Akashic 
Record (1%) 


Reflect Catch Laser back, tap repeatedly 


ITEM DROPS 


_ Munny x2, Drive x4, 
Lightning Shard (10%), Energy 
Shard (4%) 





These flying Heartless are immune to all 
magic, making them very tricky indeed. To 
top it off, they can use Fire, Blizzard and 
Thunder magic at will! Their magic hits 
from quite a distance, so close the gap 
\ fast and hit them hard with the Keyblade. 





eS ee 
HP | EXP| STR] DEF ENCOUNTER _ HP | EXP| STR] DEE] 
Land of Dragons (L10} 34 24 12 6 Hollow Bastion (L28) 64 153. 27 | 15 
Disney Castle (L18) 49 "62. 19 10 Hollow Bastion {L30) 67 (179 29 «| 16 
Pain & Panic Cup (L20) 51 fae 2) fie Hollow Bastion (L34) 75 239 32 | 18 
Land of Dragons (L35) 76 25 34 18 Titan Cup {L41) 86 - 3922 
The Pride Lands (L43) 89 47 40 (2 Holtow Bastion (L45) 92 465. 42 «28 
Goddess of Fate Cup (L53) 105 = 48 2B Space Paranoids (L45} 92 465 42 24 
Pain&PanicParadoxCup 447-8 HT Titan Paradox Cup (LB0) 190 = 70 4 
(L60) : 
Hades Paradox Cup (L99) 181 fess, 87 (St 
Hades Paradox Cup (L99) 181 feeen 87 jet 
De Fire I cre Tia 
DES i hes head ——— [LES Fires one, two, then three fireballs forward 
= aa sachlege part 3" Blizzard Blizzerd LSB 
ie * % - YESH Fires one, two, then three ice crystals forward 
Creates shockwave with round slam = 
0:25 thits Thunder Thunder x15 B 
Catch Laser Thunder 2468. X [EE Calls down eight lightning bolts 
AOE Book Strike Weapon x06 8B 
IDES | Catches Sora, deals 10 hits after 3 seconds PS Double book-swing sends target flying 
Flash Thunder x10 x Book Strike 2 Weapon 30.25 8 
Fires electric flash from antenna [ES Four-swing book attack 
cna eS See Pw rt eo TL Bo 
x10 x0 x0 x0 x0 x1.0 


REACTION commands 


Hote | 


These rare Heartless onl 





y turn up in certain 


areas, and while they're impervious to attack, 
their HP diminishes rapidly. Once their HP 
depletes they warp out, and won't be back for a 
while. They can only be beaten by the Reaction 
Command, which nets you 4 really nice prize! 
But the best prizes are available when the Bulky 
Vendors’ HP gets really low—but that's also 
when they start getting really hard to catch! 


















Land of Dragons (L35) 
Beast's Castie (L35} 


Capsule 


Pine 100~75% 


Rare Capsule 74-50% 


Limited 


Capsule 49-25% 


24-01% 


| HP | EXP| STR] DEF 
760 (650) 34 [18 
m™m Si 4 18 


Olympus Coliseum (139) 820 1100 37 | 21 
Agrabah (L40) g40 [1170 37 «| 2 
Halloween Town (L41) geo |1240; 39 © 22 
Hades Paradox Cup {L99) 1810 - a7 oS 
Ca a A 
N/A NIA N/A N/A 
Ow Vote tO! 
xo x0 xo x0 x0 x0 


REACTION CommMANDS 
[REACTION | HP 


@HP x3, @ HP x1, Bright 
Shard (100%), Orichalcum 
» (8%) 


@HP x3, O HPx!, OMP 
x3, © MP x1, Bright Stone 
(100%), Orichalcum (10%) 
BHP xs, GHP xt, @mP 
x3, MP x1, | Drive x3, 
= Drive x1, Bright Gem 
(100%), Orichaicum (12%) 
@HP x6, @ HP x2, MP 
x6, O MP x2, Drive x6, 
~. Drive x2, Munny x6, 
~~ Munny x4, Munny 
x2, Bright Crystal (100%), 
Orichalcum (16%) 





Cannon Guns aren't much for up-close and 


personal combat, but they certainly can keep 


you moving. When one fires, watch for a 








Heartless symbol on the ground tracking Sora’s 
movements, because that’s where an explosive 


cannonball is going to land! Get in fast and 
destroy them before they can fire! 


= 
ENCOUNTER LHP EXP STR 
36 a5!) 21 


Port Royal (120) 







Cerberus Cup (L45) 64 4) 42 
Space Paranoids {L45) 64 165 42 
Cerberus Paradox Cup (L70), 93 = 62 


Hades Paradox Cup (L99) 127: Gee | 87 


Bomb Drop 


Recoil Shot Fire x15 0 


DES: Fires horizontal shot 


x10 x1.0 x10 x10 x10 


ITEM DROPS 


@HPx1, Munny x2, Blazing 
Stone (6%), Bright Stone (3%) 


mn 


24 
24 
36 
5} 


fAcTION_|TYPE[PM | DFL 


; ) Bomb B, 
Fire he Explosion X 


IDES: Launch bomb inta air, falls on target reticule 


pew fe Do 


x10 


These flowery foes don’t move on their own 
will, but they're still dangerous, They can 
spit three seeds out in a fan-like pattern that 
can strike Sora and company from far away. 
However, they can’t shoot upwards, so jump 
into the air to dodge, and either get in close 
to clobber them or hit them with magic. 

PHP | EXP | STR DEF | 
Olympus Coliseum (L16) 44 Pas 17 8 
Pain & Panic Cup (120) 51 ee 21 ee 
Halloween Town (L41) 86 248 «439 «| 22 
Goddess ofFateCup(ts3) 105 = 48 28 
Pain & Panic Paradox Cup: 
(60) 
Hades Paradox Cup (L99) 








117 fees 54 Bt 
181 87 Bl 


a Te 
Seed Scatter Weapon x10 B 
(ES Fires three seeds 

Root Needle Weapon iS X 
IDES: | Roots grow up at target's feet 


Vines Weapon peice B 
[ESS Fails with vines to the sides 


wo el er oe 


x10 x10 x10 x1.0 x10 x10 


Root Ravager N/A 


Uproot the Plant, creating @ shockwave 


ITEM DROPS 


@ MP x2, Munny x2, Power Shard 
(8%), Bright Shard (4%) 


(Root Ravager Reaction): @ HP x10 
(Root Ravager only) 






























These horn-nosed Heartless can be both a pain 
and an advantage. They have very little fighting 
ability, but they do heal nearby Heartless with 
their sounds, which can prolong fights, plus 
call in reinforcements! But by using a Reaction 
Command against a Crescendo, those healing 
tunes are directed at Sora and friends instead! 








0, 37 6 2t 


Olympus Coliseum (L39) 57 
aa a TT 
Healing Trumpet N/A x10. N/A 
(ES) Hea! Heartiess’ HP BRET i 
Trumpet Strike : Weapon x10 0 


DES Pounce and trumpet swing = 
Trumpet Summon N/A N/A> N/A 
IDES: | Summon Heartless 
Pwo fe to 
x1.0 x10 Oxo x10 | xh x1.0 
1 1 COMMA > 
Heal Stomp Sora’s Magic 
x30 


Stomp the Crescendo and heal party 


Tem DROPS 


© MPx\,  Munny x2, Blazing 
Crystal (8%), Bright Crystal (3%) 


(Heal Stomp Reaction); © HP x5 








Far larger than the other wizard-like Heartless, 
these fire-using spell casters can be a major 
pain. Even after they're gone, delayed-reaction 
fireballs can haunt you! And with magic- 
resistant properties, you've got one tough 

fight on your hands! Get in close, and use @ 
Retaliating Slash when hit to stay on them. 





———— 
ENCOUNTER __LHP_| EXP STR] DEF 
Hollow Bastion (L30) 107 298 «429 | *16 


Hollow Bastion (L34) 118 | 398 «32 «18 
Beast's Castle (L36) 123 455 «34019 
Olympus Coliseum (L39} 131 550 37 21 
Agrabah (L40) 134 685 «37: 21 
Hollow Bastion (L45) 147 (775 «442 «| 28 
Goddess of Fate Cup (L53) 163 =) 48 [eB 
Titan Paradox Cup (L80) 20 = 70 4M 
a ae 
Kick Weapon x10 0 
IDES: Swings bady and kicks 

Shockwave Other x15 x 
Stores energy to release shockwave 

Mines Fire 0.5 Xx 
Multiple small mines appear close to target 
Large Mines Fire x20 x 
IDES: Three large mines follow opponent 


Pwr eo tb Lo) 


x10 x0 x10 x0.5 x0.5 x10 


REACTION commaAnDs 


GaSe 


N/A N/A 


N/A 


ITEM DROPS 


© MP x2, Drive x4, Blazing Crystal (12%), 
Mega-Ether (5%), Serenity Stone (4%) 
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Massive Heartless programs, the Devastators 

live up to their name. They have two different 
configurations; one an aerial form specializing in 
up-close attacks, the other a ground-based tank 
that blasts targets from a distance. They discharge 
powerful electric shocks while changing forms, so 
be careful! Stand back until they finish reformatting, 
then let them have it! 


a —E—==_—— 







rubasobaa 
Space Paranolds (L28} 160 | 255 27 15 
Space Paranoids (L34) 188 | 998 32 | 18 
Titan Cup (L41) 210 fee, 39 «(22 
Hollow Bastion (L45) 230 775. 42 24 
Space Paranoids (L45} 230 (775 42 «24 
Goddess of Fate Cup (153) 263 48 2B 
Titan Paradox Cup (L80) 375 =), 70 (M 
Hades Paradox Cup (L99) 453 | =, 87 | ot 
CR CT 
Downswing Weapon x1.0 (x0.5) 0 
IDES:| Aerial leg attack 
Leg Lariat Weapon x0.25 0 
Low-altitude spinning leg attack 
Round-Blow Weapon x10 (x0,25) 0 
Double-hit clamp attack 
poli Thunder x10 B 
Firas 6 shots from midair 
Proto Cannon Thunder x15 0 
DES: | Fires 3 homing shots 


Shot x2.0, Explosion x1.5 
Electron Ball Thunder thit 2+ x0.5) B, X 


Fires homing shot while floating 
Transform Thunder Xx0.25 B 
IDES: | Discharge electricity while changing form 


x10 x10 x10 x10 x10 x1.0 


REACTION commanbDbs 


Gio 


N/A N/A 


N/A 


Hit DROPS 


© MP x2, — Drive x4, Lightning 
Crystal (12%), Elixir (5%), Serenity 
Stone (4%) 


weet 8 eto 




















These tiny Heartless specialize in 

sneak attacks. Look out for moving 

dust clouds on the ground; a Driller 

Mole is about to pop out! Once 

\ they're exposed they're pretty easy to 
dispatch, though they tend to swarm. 


wr 





"LHP [EXP|STR] DEF, 
Halloween Town (L24) 40 37 24 13 
Cerberus Cup (L28) 45 (eel 27 is 
Olympus Coliseum (139) 57 "0 37 Eat 
Cerberus ParadoxCup(t70) %3 62 36 
Hades Paradox Cup (L99) 127 |= 87. O61 
a a ee 
Drill Attack Weapon x10 0 
IDES:| Jumping drill-stab 
Drill Upper Weapon xt6 0 
Drill-stab from underground 
Wet ej et tO 


x10 x10 x10 x10 x0 x10 


REACTION ¢ ommaAnBsS 


Geese! 


N/A N/A 


NWA 


ITEM OROPS 


@HPxi,  Munny x2, Lightning 
Stone (6%), Bright Stone (3%) 


Like the Crimson Jazz and Silver Rock, 
these flying magical Heartless shrug off | 
Blizzard-magic attacks as if they were | 
nothing, leaving you with close-range 
options. However, these guys are | 
dangerous there, since their powerful | 
whirlwinds can send you flying! 


a 

[HP [EXP STR] DEF 
Halloween Town (L24) 57 (WO 24 918 
Space Paranoids (L28) 64 (153, 27 | 
Cerberus Cup (128) 64 ee 27 ae 
Space Paranoids (L34) 75 9239 32 918 
Land of Dragons (L35) 76 255 «349 
Agrabah (L40) a4 35) 34 
Goddess of Fate Cup (L53) 105 es 4g 28 
Cerberus Paradox Cup (70)5 133 Wes 62 36 
Hades Paradox Cup (1.99) 181 (ee 87 ol 
ACTION. [TYPE] PM DEL 
Aero Weapon 0.25 B 


IDES:| Surrounds sell with vacuum blades 
High-Speed Hit 1.x1.0, hit 2 x0.5, hit B 


Aero Weapon 34 0.25 

IDES: | Ramming attack with vacuum blades 

Tornado Other 0.25 X 
|DES:] Giant whirlwind draws in opponents 
KBR SSSR See 


N/A 


Tem DROPS 


D HP x4, Munny x2, Lightning 
Stone (10%), Energy Gem (4%) 


An even more dangerous version of the 
Large Body, Fat Bandits have all the 
full-frontal defense of their cousins, but 
not only are a lot faster at turning around 
to protect their backsides, but add some 
truly vicious fire-breathing attacks to 
their repertoire. From single fireballs to 
prolonged tongues of fire, Fat Bandits are 
dangerous foes best tackled from afar 


a 
ENCOUNTER _L HP [EXP|STR DEF) 
Agrabah (122) 135 9153 22 12 
Cerberus Cup (L28) 160 Seer) 27 5 
Agrabah (L40) 210 §85 37 | 2 
Goddess of Fate Cup (L53) 263 = 48 28 
Cérberus Paradox Cup (L70) 333 | = 62 36 
aaa a CC TE 
Flamethrower Fire ae 
IDES: | Blows long flame forward 
Flame Shot Fire x1.0 0 
DES: ] Blows fireball from mouth 
tight Punch Weapon x15 0 
IDES: | Low jump followed by double-fist swing 
Blaze Punch Fire x2.0 Fist B 
DES: Fiery punch creates shockwave 
Pw et ea DG 


xi.0 x0 xi. x1.0 x10 x0 


Full Swing x4.0 


Powerful Keyblade swing at midair Fat 
Bandit 


ITEM DROPS 


© MP x2, Drive x4, Blazing Gem 
(12%), Ether (10%), Serenity Shard 
(4%) 






These small Heartless have little 
HP and are especially susceptible 
to Blizzard magic. But since they 
often show up combined with 

the Blizzard-proof Fortuneteller 
Heartless, using magic can prove 
tricky. Just use the Keyblade to 
make short work of them. They do 
tend to appear en masse, so stay 








sharp 

ENCOUNTER _LHP_ | EXP STR Da 
Agrabah (22) 27: Eiides 22 Fale 
Cerberus Cup (L28) 32 fies 27 tele 
Agrabah (L40) 42 Wate) 37 ead 
Cerberus Paradox Cup (L70) 67 - 62 36 
a Te 
Fire Attack Fire x10 0 

IDES: Ram target, flinging small flames 

mw © 18. 1 010} 


x10 x0 x10 x0.5 x0.5 x1.0 





N/A 


ITEM DROPS 


® HP x1, Munny xt, 
Blazing Gem (4%) 


319 


320 
























Floating Heartless with a mastery of 
Blizzard magic, Fortunetellers can be 
| a pain. Their ability to strike from a 
distance with ice crystals means you 
really need to getin close. They're 
immune to Blizzard magic, naturally. 


a 
Ps a A SS 
#2 M2 


Agrabah (122) 54 


Cerberus Cup (128) 64 een 27 a 
Agrabah (L40) g4 9351 37 | 2 
Cerberus Paradox Cup (L70). 133 | == 62 | 36 
Hades ParadoxGupLodhn 181 => 87 [St 
T TYPE | PM_| DEL! 


Ice-Pierce Blizzard x05 {(x0.25) 0 


LS Throw ice crystals 


x10 x1.0 x0 x1.0 x10 x10 


REACTION COMMANDS 


Grob 


Clear Shot x6.0 


Reflect Frozen Verdict attack back 


ITEM DROPS 


@HP x4, Munny x2, Frost Gem 
(10%), Energy Gem (10%) 













Crystal Ball Weapon x10 0 
DES Swing crystal in figure-8 

Frozen Verdict Blizzard x20 Bx 
Seals target in ice after $-count 

CA Bae aS Ss (9-4 


Watch out for creepy statues against the 
walls, as they might be hiding Heartless! 
Gargoyle Knights are slow, but their stony 
skins make them tough to crack, plus they're 
immune to magic spells! The ability to fly for 
brief periods and swoop down blade-first 
makes them all the more dangerous. 


we 









Beast’s Castle (L13) : 62 Bees 15 fee 
Pain & Panic Cup (L20) 62 em 21 
Beast’s Castie (136) 123 1273) 34 «19 
Pain & Panic Paradox Cup ; 

(160) hs 187 54 St 
Hades Paradox Cup (199) 29 "= 87 (SI 
Ca 


Multi-Slash Weapon xtO(hit2+ x0.5) 0 
Triple sword slash 
Drop Slash Weapon 0.65 0 
NYasq Sword thrust during drop 

ig Slash Weapon 0.66 (hit 2+ x0.25) 0 
Upward swing while rising 
Reverse Slash | Weapon «1,5 (x05) 0 
Double-charge and slash 


SaaS Se 


T 
x0) xo x0 x0 xo) xt0 


REACTION commaAnDs 






Release Instant 
destruction 


Destroy Gargoyle Knight after parried attack 


ITEM DROPS 


@ HP x4, Munny x2, Dark Gem 
(10%), Energy Shard (4%) 










Creepy statues against the walls might be 
Heartless in disguise! The axe-wielding 
Gargoyle Warriors pack more punch than 
their Gargoyle Knight brethren, and have 
a nasty spinning whirlwind attack with 

a wide cutting range. Toss ina magic 
immunity and you have trouble! 





| <i 

R_ PHP TEXP| STR | DEF| 
Beast's Castle {L13) 62 [35 15 68 
Pain & Panic Cup {L20) 82 ee 21 Be 
Beast’s Castle (L36) 13 2773 34 
rane Panic = CHS iy . Bt 
Hades Paradox Cup (L99) 20 |=) & | St 
a Ta 
Tomahawk | PT) Weapon x10 0 
DS Ang axe attarget 
Bamboo Splitter ‘Weapon xi0{x0.5) 8 
[ES Vertical spin with double-stash 
Spin Attack = Weapon x15 (x05) B 
Body spin attack 
Pwo ee eee 


Mio xO x0 x0 x10 
REACTION commands 


Release Instant 
destruction 


Destroy Gargoyle Warrior after parried 
attack 


ITEM DROPS 


@ HP x4,  Munny x2, Dark Gem 
(10%), Energy Shard (4%) 










Hook Bats aren't much of a threat 
individually, but they appear in 
swarms, filling the air. Their sonic 
screams create a small barrier in 
front of them, but this is a fairly rare 
attack. 


The most annoying thing about the Hammer 
Frames are the massive shockwaves they can 
create, hurting every member of your party 
unlucky enough to get close and sending them 
flying. However, these shockwaves are limited 
to the ground, so attack them by jumping in and 















Super-spooky versions of the Toy 
Soldier, Graveyards are fairly uncommon 
Heartless. When the tombstone pops up 
to form the box, a trio of ghosts circles 
the Graveyard, forming a barrier that's 




















































tough to get through. keep off the floor with aerial combos! 
(ENCOUNTER 
up TEXPISTRIDE MMM (encounter [up [exe |STR DEY rmGasooa 
Halloween Town (L41) 215 620, 39 © 22 Timeless River (119) 7 68. 19 (10 Beast'’s Castle (L13) 21 ees «15 8 
Hades Paradox Cup (L99) 453 87 Port Royal (L20) go fee 2 a Oimps SHieom (L16) 31 Baye 17 Be 
fAcTION _—s____|TYPE | PM _| DFL| Cerberus Cup (128) 102 =) 27 2S Pain & Panic Cup (120) 36 Gao 21 eed 
5 Land of Dragons (L35) 5 8 34 19 
Kicking Head butt Weapon nas B Beast’s Castle (L38) 123 "273 34 19 pee - ; ae 7 
DIE kicks then head buts wih in a Goddess ofFateCuplisa) | 108 - 48 28 grabah {140} 58 Hi 3? Ee 
nhe u i i 
ene — SeibarisParadokCupl70)) 213 =) 62 [86 ae PanicParadoxCup 97 - 54 3 
Pumpkin Slash Weapon 95) B Hades Paradox Cup (L99) 290 = | 87 SI Hades Paradox Cup (L99) 17 2 87 SH 
LES Double weapon slash i a 
: x5 (hit TYPE | PML DEL a a 
Ghost Rush Weapon yg} B Shockwave Other x15 X iiook Somersault Weapon x10 0 
(LESS Ghosts circle Graveyard as barrier DEES creates a wide shockwave [LS Loop -the-loop attack 
Hammer Weapon x1,0 0 x0.5 (hits 2+ 
ee ee 028) DES: Smasht with ch Ultrasonic Attack Other alternate from x0. X 
Mo x0 tee «0 BoD x10 mash target with chest to x0.25) 
Spin Rush Weapon 1.0 (x0.5) 0 Releases ultrasonic waves 
IDES:| Vertical spinning charge 
Teena aS ae 





x10 x1.0 x10 x10 x10 x10 


Bat Cry x1.0, final hit 
x3.0 


Grab Hook Bat and swing it around 


ITEM DROPS 


D HP x2, Munny x2, Power Gem 
(8%), Bright Gem (4%) 






ITEM DROPS 


© MP x2, GHP x4, Lucid Stone (12%), 
Ether (10%), Serenity Shard (4%) 


ITEM DROPS 


@ HP x4, Munny x2, Blazing Shard 
(10%), Energy Stone (4%) 
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Don’t let these Heartless’ goofy 
looks fool you; they're extremely 
dangerous! They're pretty tough 
as they are, but once their HP dips 
low, they start driving like crazy, 
screaming across the area in 
unstoppable charges! Jump and 
stay in the air as much as possible 
while the Hot Rods run around, 
then nail them with magic attacks, 
as it’s hard to move fast enough to 
reach them before another charge! 













rubasibaa 

Timeless River(Li9) = s«*120: 13.19 10 
Pain & Panic Cup (L20) 123 Ge 2 Es 
Timeless River (L34) 188 398 «32:2—«18 
48 28. 


Goddess of Fate Cup (153) 263 = 
Hea WPanicParadoxCup 44, - 54 3t 
Hades PoradoxCup(L99) 453. = 87 1 
Hades Paradox Cup(L99) = 280-87 cin 
Ci a 
Bite Weapon x15 —— = ee 0 

[LES Mourth-grill bites forward Patpeyetn tase 


One-Two Punch Weapon ey e 4 










[DES two quick punches as: 
Flip-Dash Weapon x1.0 (hit 2+x0.25) B 


iyaH 3 quick charges, take no Weapon demage 
during attack ei dab eee 


Peter Tee tot OO 


Wow x0 xO, x10 xi xt.0 


REACTION commanDns 


N/A N/A 





N/A 


ITEM DROPS 


@HP x2, Drive x4, Frost Stone (12%), 
Hi-Potion (10%), Serenity Shard (4%) 




















The cold counterpart to the Fiery 
Globe, itis pretty much the same 
thing, only weak to Fire magic. But 
since it’s such a low-HP creature 
with little offensive power, there's 
not a lot of point to using magic 
outside of Magnet to take out the 
whole swarm at once, 


[HP | EXP| STR| DEF 
24 2 2 
32 WS 27 as 
ao aes 
67 es ca ie 
91 Saeel 67 ae 


Type | PM | DEL 


Blizzard 0.25 0 










Hades Paradox Cup (L99) 





REACTION commanDps 





N/A N/A 





N/A 


ITEM DROPS 


@MPx!i, 9 Munny x1, Frost Gem 
(4%) 




















Tougher than the standard Soldier 
Heartless, the symbiotic Lance 
Soldiers can be difficult opponents 
even by themselves. The Lance 
often acts independently of 

the Soldier, making them very 
unpredictable. 




















PHP [EXP] STR] DEE] 
BeastsCastie(iis) (2 HCN 8 
‘Olympus Coliseum (L16) 70 50) 7 18 
Pain&PanicCup(i20) 82 nn 
PortRoyal(is7) 128 Bi 635 «| 20 
168 (48 8 
pode ee 17 = SA 
Hades ParadoxCup(l99) «290 ==? ST 
Rush Attack © Weapon x10 Aa 8 
Charge and lance-pierce : 
Repeat eaves alternate from x0_ 
Berserk Weapon 49, 0.25), Final x1.0 
ifs (hit 2+ 0.25) 


DES: [a aS ene 
Reckless Lancing Weapon x1.0 (hit 2 x02) 8B 
Run wildly around with lance waving madly 


pas S2eee 


REACTION commanDns 


Flight x2.0, shockwave 
x2.0 (both attacks 
Other-type damage) 


Lance Tug 


Grab Lance during Reckless Lancing and fly, 
create shockwave on landing 


ITEM DROPS 


Drive x4, Munny x2, Frost Shard 
(10%), Eneray Stone (4%) 


(Hit during Reckless Lance): @ MP x! 


(lance Tug): Drive x10 


These massive Heartless can be a major pain by 
themselves, but in a group with other enemies, look out 
Attacking them with weapons from the front is completely 
ineffective; only their backsides are vulnerable. When 
their HP gets low, they like using sliding body-charges; 
counter with a Reaction Command! 

[ HP [EXP [STR | DEF 
Beasts Castle {L13) 98 58 15 8 
Olympus Coliseum {L16) 110 83) «COW 3 










Pain & Panic Cup {L20) 128 | = 21 ie 
Timeless River (L34) 188 398 «432 «| :'8B 
Beast's Castle {L36) 193 455 34 | 19 
Goddess of Fate Cup (L53) 263 = 4828 
—— Panic ParadoxCup 993: 5431 
Hades Paradox Cup (L99) 453 fe 87 «| «6 


a CT 


> Hit 1 x1.5, hit 
Mow-Down Attack Weapon 5.95 0 


IDES: | ‘Two wide arm-swings 


Charge Weapon x20 0 
DES: Rush forward stomach-first 
Jumping Other x15 X 


Shockwave 
|DES:| Create shockwave from jump 
Body Attack Weapon x20 (hit2+ x0.25) 0 


as Slide around once HP hits 40%. Take no Weapon 
damage during slide 


Cee eae wes 
x10 x10 x10 x10 x10 x1.0 
REAL m COmuMNAiv= 
z Powerful hit at 
Full Swing airborne Large Body wa 
Guard Block Body Attack 
6-hit attack after : 

. x0.5, final 

Kickback Guard, lead into Full hit x1.0 


Swing 





8 HP x4, Drive x2, Power Shard (12%), 
Hi-Potion (10%), Serenity Shard (4%) 





ha 


These Powerful Heartless are sometimes paired 
with Shamans making them stronger, but even alone 
they're dangerous. The best way to handle them 

is by getting a Reaction Command in and crushing 
their heads. Unfortunately, when they appear with 
Shamans on their backs, they leave no choice but to 
smash them the old-fashioned way! 





[HP [ EXP] STR] DEF 
The Pride Lands (L26) 153 (218 «26 04 
Cerberus Cup {128} 160 277 0 oS 
The Pride Lands (L43} 223 69 40 2 
Goddess of Fate Cup (L53) 263 (= 48 2B 
Cerberus Paradox Cup(L70) 333 = 62 | 36 
Hades Paradox Cup {L99) 453 | = 87.5 


a 


: x1,0 (w/ 
Jumping Shockwave Weapon ‘ghaman x125) x 
IDES: | Leap and causes shockwave on landing 


Spinning Tail Weapon sat 

[SI Spin and strike with tail 

Blaze Fire x0.25 X 

|DES:| Blue fire appears at target's feet 

Will-0-Wisp Fire 0,25 x 

|DES:} Six will-o-wisps circle Sora 

Shake Off Weapon X25 B 

[IES shake Sora off back and tail-lash 

ase See 
x10 x1.0 x10 x1.0 x10 x10 





Ride Living Bone’s back and x1,0 (Other- 
stomp enemies, up to 3 hits 
Create shockwave with leap, 
Grand Cross destroying Living Bone’s head 
Only w/ Shamans. Rush and use 
Will-O-Wisps against enemies 


Rodeo 
x1,0 (Other- 


Dispel x1.0 (Other- 











© MP x2,  Munny x4, Frost Crystal 
(12%), Elixir (5%), Serenity Stone (4%) 













type damage) @ EAE Fi 
type damage) 


type damage) 









More dangerous versions of the Bandits from 
Sora’s first adventure, Luna Bandits swing 
their dual swords in wild arcs. But compared 
to the Fat Bandits and Fortunetellers in the 
same world, Luna Bandits are comparatively 
minor threats. 

1. ee 


ENCOUNTER _LHP_| EXP|STR| DEE 


Agrabah (L22) 54. sC«G 22 12 
Cerberus Gup{L28) 64 - 27 65 
Agrabah (L40) 4 24 3 oa 
Cerberus Paradox Cup {L70) 133 = 62 | 36 
Hades Paradox Cup (L99} 181 Se 87 «Sl 
ACTION _| TYPE a ee 
: Hit 1~3 x1.0, hit 
Multi-Slash Weapon guag 0 
DES:| Swing sword while walking 
Attack 1x1.5, 
> ; attack 2.x1.0 (both 
Aerial Spin Slash Weapon attacks x0.25 after 0 
hit 2) 


|DES:| Jumping sword swing, knocks target back 
Dash Slash Weapon x0.65(hit2+ 0.25) 0 
IDES: | Charge and slash with both swords 

Ring Rush Weapon x025 0 
IDES: Handstand spin with sword 


Owe eee eae 


xi.0 x10 x10 x10 x1.0 x10 


commands 


rion 
‘REACTION 


@HP x2, Munny x2, Power Stone 
(8%), Bright Stone (4%) 
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The fastest of the program 
Heartless, Magnum Loaders zip 
around on their uni-wheels. Like the 
Strafers, they travel ina clockwise 
motion around Sora, making them 
predictable, allowing you to set up 
attacks easier. 






























[HP | EXP| STR | DEE | 
Space Paranoids (L28) 64 |102 27 | 15 
Space Paranoids {L34) 75 159 32 «18 
Titan Cup (L41) 85 eee 439 eee 
Hollow Bastion {L45) g2 $310, 42 28 
Space Paranoids (L45) 92 310 42 24 
Titan Paradox Cup (L80) 150 = 70 
Hades Paradox Cup {L99) 181 Gees 87 
a A A 
Spin Weapon aaa : 


Horizontal spin with arms spread 


Somersault Weapon x0 9/9 
SSH Tire kick 

Spike Charge Weapon x1.5— B 
High-speed forward charge. - 

rye et Bots t Lo 


x10 x1.0 x10 x1.0 x10 x1.0 


REACTION commMmaANnDS 


Quick Blade x2.0 (final hit x4.0) 


Dash and attack before Spike Charge attack 


iTEm DROPS 


@HP x2, Munny x2, Lucid Gem 
(8%), Bright Gem (4%) 






























These small Heartless don’t have 
much attacking power normally. 
But after a few knocks with the 
Keyblade, they begin to count 
down! Watch the number over 
their noggins, because once they 
reach zero, they go boom ina 
kamikaze attack! Luckily, though, 
this explosion also damages nearby 
Heartless! Unluckily, you don't get 
any EXP or prizes if a Minute Bomb 
goes up this way! 


| HP | EXP| STR] DEF | 
Disney Castle (L18) 34-21 («19 «10 
Timeless River {L19)° 34. eae 20 Be 
Pain & Panic Cup (120) 36. fee 21° 
Olympus Coliseum {L39) 57 410 37 «Et 
Titan Cup (L41) 60 ~= 39 22 
fee PanicParadoxCup sg) == SF 
Titan Paradox Cup (L80) 105 - «70 4 
Hades Paradox Cup (L99) 127 (== 87 ost 
pAcTION._| TYPE. | PML DEL) 


Bullet Head-Butt Weapon X0.5 (hit 2+ 30.25) 0 
(LESS Shoots forward head-first 


Self-Destruct Fire x3.0 x 
Nine count, then explodes 
hee ae eS 


xi0 x0.5 x10 x10 x10 x1.0 


REACTION commands 


POU | 


N/A 





Dodge Roll 


Avoid Minute Bomb's self-destruction 










ITEM DROPS 


@ MP x1, | Munny x2, Blazing 
Shard (6%), Bright Shard (3%) 


































Massive steel-bodied Heartless, 
Morning Stars specialize in 
powerful spinning attacks. Up- 
close, they produce huge maces, 
and if you're far away, they begin 

a spinning charge that zigzags. 
Once their HP drops, they start 
using leaping body slams to cause 
damage. Use a Reaction Command 
to stop them in their tracks. 


ENCOUNTER _LHP_|EXP| STR] DEF. 
Hollow Bastion(tze).=S=*«‘U HHT 15 
Hollow Bastion (L30) 163 298 29 | 16 
Hollow Bastion {L34) 188 398 32 18 
Beast’s Castle (L36) 193 55) 34-19 
Port Royal (L37) 198 485 435 20 


Dlympus Coliseum {L39} 205 550 37 21 
Titan Cup {Lai} 215 SS 39 See 
Hollow Bastion (L45) 230 775 42 =~ 24 
Goddess of Fate Cup (153) 263 = 48-28 
Titan Paradox Cup (L80) 375 eee, 70 al 
Hades Paradox Cup(L99) 453-87 ST 
a A A 
x1.0 (hit 2+ 


Spinning Mow-Down Weapon 4 95) 


Swings iron maces around horizontally 


x1.6 (hit 2+ 0 


{ron Ball Punch Weapon Jo) 


TES Lcft-then-right iron ball attack 


Spin Spike Attack: Weapon x20 B 
Spins like atop and pursues target 

Body Press Weapon x2.0 B 
Leap high into the air and:crash down 


xho x0 x0 x1.0 x10 xi0 


REACTION commaAnbsS 
Bump Deflect the Body Press attack | -N/A aj 


After Bump, slam Star into ¥2.0 
ground. Hit repeatedly 


iTem nrops 


Power Crystal (12%), Mega-Potion 
(5%), Serenity Stone (4%) 





Meteor Strike 











More powerful versions of the regular Shadows, 
Neoshadows have more attack options, but are 
actually a little easier to deal with than Shadows. 
They don’t show up in the numbers that Shadows do, 
and don’t melt into the floor as often. They may be 
stronger, but they're also generally more vulnerable! 





















































[HP | EXP| STR] DEF} These ghostly Heartless hover in 
slew Bastion 1345 7 = ‘3 Oe uae ghost-fire at close These pooches are fairly weak and 
t h until you get 
range combined with swooping end not to move muc 
Land of Dragons {L35) 7% 170 34 18 claw attacks. Their top-spin swoop eee. Hitting them from a distance 
Beast’s Castle (136) 7 (182, 34 18 is especially dangerous. Thankfully, works well, but they're not much 
Port Royal (L37) 79 {494 35 (220 they're not terribly fast, letting you of a threat at close-range unless 
- t into clobber them! you're being absolutely swarmed 
Olympus Coliseum (L39) 82 220 37 2h Qetine: civeee ' oe 
et 
Agrabah (L40) 84 238 37 «21 PHP | EXP|STR| DEF | 
Halloween Town (L41) 6 248 39 2 | Hp [EXP] STR] DEF Olympus Coliseum (L16) 3) Si 17 a 
Titan Cup (L41) 86 ¥ 39 | 22 Land of Dragons {L10) 34 zee 12 6 Pain & Panic Cup (L20) 36 z 21 i 
The Pride Lands {L43} a9 278 40 6°23 Land of Dragons {L35) 76 255 34 «19 Port Royal (137) 55 em 35 (0 
Hollow Bastion {L45) 92 (Bi 42 as Goddess ofFateCupilss) 105 == 8 Pain&PanicParadoxCup gy) 5h 
World That NeverWas (150) 100 400 45 2% a Te {L60) 
Titan Paradox Cup (L80) 150 (ee 70 a Claw Weapon x0. 0 Hades Paradox Cup (tse) 127 = «87 8) 
Hades ParadoxCup (too) «181 878 [ESS Two-hand claw-scratch Ci a M3 | PM _| DEL] 
FACTION —_| TYPE a ee 8 Tailspin Charge Weapon xL5 0 Howl Other x15 x 
Shadow Out Weapon seh (hit2+x0.25) 0 Aerial tailspin charge oS Fires shockwave from mouth 
IDES: Spin attack after emerging from shadow Spin Slash Weapon x16 0 Multi-How! Other x15 X 
Claw Attack Weapon xt.0(hit2+x0.5) 0 |DES:| Low spinning attack |DES: Fires four shockwaves 
[LES short ieaping scratch attack KSB Ree See — Weapon Ee 
Pounces and bites twice 


Aerial Rush Weapon x1.5 0 x1.0 x1.0 x0 x10 x10 x1.0 


DES:] Floats in air then air-kicks down 
Drop Claw Attack Weapon x10 0 
IDES:| High leap and scratch on descent 


ew Toe tL ot 


x10 x1.0 x1.0 x1.0 xi.0 x10 


ew oe 1 eu 0 


x10 x10 x0 x1.0 x10 x10 








Wind Dance x0.1 (x3.0) 


ITEM DROPS 


Munny x2, Drive x4, Dark Stone 
(10%), Energy Shard (4%) 


ITEM DROPS 


© HP x1, Munny x2, Lucid Shard 
(6%), Bright Shard (3%) 


Leap into the air and attack during Drop 
Claw Attack 


ITEM DROPS 


@ MP x2, Munny x2, Lucid Crystal 
(8%), Bright Crystal (4%) 
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Rapid Thrusters are weak, but 
appear in swarms. Sometimes 
swarms of hundreds. Their drill- 
dive attacks are more pesky than 
actually dangerous, as they keep 
Sora recoiling. Use combos and 
Reaction Commands to clear 

out the flock before they get the 
chance to attack. 


HP | EXP| STR | DEF | 
Land of Dragons (L10) 7 Gee 12 Bs 
Timeless River (L19) 5 8 20 
Pain & Panic Cup (20) 26 25 «4 
Land of Dragons (L35) 33 (38 34 8 
Port Royal (L37) 4 39 35 20 
Agrabah (140) 42 aes 37: 
The Pride Lands (L43) 6 Seo 40 
Goddess of Fate Cup (L653) 53 * 48 | 28 
ote PanicParadoxCup 5, = 4 31 
Hades Paradox Cup (L99) 91 =) 87 SE 
T type | PM_ | DFL) 
Beak Rush Weapon x05 0 


Quick beak-strike 
Propeller Rush Weapon x05 0 
NSH Slow, backwards spin-attack 


(eC i I 


x10 x10 x10 x10 x10. x10 


REACTION COMMANDS 
[REACTION | | POWER. | 


Speed Trap x10 


Draw in nearby Rapid 
Thrusters during 
Propeller Rush 


== x30 
Aero Blade Spinning meee after Speed (Other-type 


oP damage) 


ITEM DROPS 


@ MP x1, Lightning Shard (4%) 





Shadows are the most common Heartless variety, 
and by themselves pose very little threat. However, 
they tend to swarm Sora and friends en masse, 
plus their ability to go “two-dimensional” into the 
floor to avoid hits can also prove irksome, 








[HP [ EXP] STR] DEF 
Jwilight Town (L7) 1S faze 10 «Ee 
Hollow Bastion (LB) 16 gm 1! BS 
Land of Dragons {L10) 17 ee 12> ee 
Beast’s Castle (L13) 20 Wg 415 Gee 
Hallow Bastion (L15) 22 ere 17. ie 
Olympus Coliseum (L16) 2 whe 7 ie 
Disney Castle (L18) 2 Ee 19 Se 
Timeless River (L19) 25 Sie 20 jee 
Pain & Panic Cup (120) 2 Gee 21 ae 
Port Royal (L20) 2% WwW 2 nN 
Agrabah (122) 27 Siew 22 EZ 
Halloween Town (124) 29 1 2 
The Pride Lands (L26) 3) |e 26 Be 
Hollow Bastion (L28) 32 2 27 SS 
Space Paranoids (128) a2 $2 27 EM 
Hollow Bastion (L30) 34 24 29 | 16 
Space Paranoids (134) 36. (Begs 32. ae 
Timelass River (L34) 38 | 32.) «(3218 
World That Never Was (L50) 50 80 45 © 26 
a &PanicParadoxCup 6 © 7 mM 
Hades Paradox Cup (L99) 91 me. 87 
aa a 
Left Claw Weapon 0.65 0 
Claw with left hand 
Right Claw Weapon 0,65 0 
Claw with right hand 
Pounce Claw Weapon x0/65 0 
Leap and claw target 
a 
x0 x1.0 x10 x1.0 x10 x1.0 


REACTION commands 


;Pomer | 


N/A 





N/A 


N/A 


ITEM DROPS 


@HPx1, — Munny x1, Dark Shard (4%) 




































Resembling the powerwild 
Heartless from the Deep Jungle, 
ghostly fire is the Shaman's main 
attack. If they encircle you with 
small fireballs, use the Reaction 
Command to use it against other 
enemies. When the Shamans 
retreat into their masks, they fly 
around on ghost-fire, invulnerable 
until their bodies regenerate, 
They're Magic-resistant (but not 
Magic-proof), so weapon attacks 
are your best bet 





| HP | EXP [STR] DEF 
The Pride Lands (126) 61 3h 26 iia 
Cerberus Cup (L28) 6 eee 27) ee 
The Pride Lands (L43) a9 647 40 8 
Goddess of Fate Cup (L53) 105 == 48 28 
Cerberus Paradox Cup(L70). 133 = 62 | 36 
Hades Paradox Cup (L99) 181 |= 87 (ST 
ACTION. | TYPE PM DEL 


Claw Weapon Hit 1 x0.75, hit2 x0.25 B 
[ES Sétateh with both hands 


Blaze Fire x15 x 

Blue fire sprouts at target's feet 

WilkoWisp. Fire x0.25 x 

Will-0-Wisps surround Sora 

Mask Rush Weapon x1.0 x 

Ram target as mask, temporary invincibility 

KER SRE EER 
x10 x0.5 x05 x0.5 x05 x10 


REACTION commands 


x1.0 (Other- 


Dispel 
type damage) 


Rush forward and turn Will-O-Wisps back 


ITEM DROPS 


-) Munny x4, Munny x2, Power 
Gem (10%), Energy Crystal (4%), 
Shaman’s Relic (1%) 






















These flying Heartless are magic-resistant 
critters, so stick with physical attacks. They 
turn into small balls of light, then teleport to 
a new area with a burst of damaging energy, 
so use the Reaction Command to stop this 
dangerous attack short! 

1. EE 
ENCOUNTER _ LHP | EXP| STR] DEF 
Aarabah (122) 2] ai 22 tele 
Halloween Town (124) 2 37) 4B 





The Pride Lands (L26) 31 44 26 14 
Cerberus Cup (L28) 92. ee 27 
Agrabah (L40) a2 Sel 37 
Cerberus Paradox Cup (70) ‘67 : 62 36 
Hades Paradox Cup (L99) 91 - 7.5 
acriON TYPE | PML DEL) 
Rocket Attack Weapon x10 0 
IDES: Nosedive attack 

Shock Wave Other x10 x 
IDES: | Charges in and creates shockwave 

Teleport Attack Other x0.25 xX 
|DES:| Warps close ta target and causes explosion 

Explosion Other x0.25 x 
IDES: | Explosion centered on self 
chr asa SS 

x10 x0.5 x0.5 x0 x0.5 x1.0 
mAnbs 
Shift Shot x0.25, final hit 
x5.0 (Other-type 
damage) 






Grab and hurl teleporting Silver Rock, 5 hits 


ITEM DROPS 


Munny x2, Power Stone 





© MP xi, 
(6%), Bright Stone (3%) 


A common style of Heartless, these tiny knights 
are more durable and more dangerous than 
the Shadows, but still only really a threat when 
you're up against large numbers of them. It can 
be easy to ignore them in battle, leaving yourself 
vulnerable when they begin their leaping kicks! 
Te 
ENCOUNTER __ LHP] EXP STR] DEE 
10 «610 5 


Twilight Town (L7) 23 


































Hollow Bastion (L8) 31 ize 11 feo 
Beast’s Castle (L13) 39 age 15 fe 
Hollow Bastion (L15) 43°23. WV OS 
Olympus Coliseum (L16) 44 Seon 17 ee 
Disney Castle (L18) 48 41 «O19 «| :10 
Port Royal (L20) 51 80 21 1 
Pain & Panic Cup (120) 51 fees 2t ee 
Agrabah (122) 54 Bl) O22 «| 
Halloween Town (124) 57 73 24 18 
The Pride Lands {L26) 61 8 2 4 
Hollow Bastion (L28) 64 102 27 «| (15 
Space Paranoids (L28) 64 02) TS 
Hollow Bastion (L30) Cy Ae a: 
Space Paranoids (L34) 75 159 32 +B 
Timeless River {L34) 75 158 32 8 
roth Panic Paradox Cup 117 Ge 54 3 
Hades Paradox Cup (L99) 181 |=) 87 Sl 
a TS 8 
Claw Attack Weapon x10 0 
[ES Aight-hand claw swipe 


Two-Stage Claw Weapon Claw x1,0, Thrust x0.5. 0 
IDES: Claw, then thrust attack 


Spin Kick Weapon x15 B 

|DES:| Jump and spin-kick on descent 

Kick Shower Weapon x1.5 B 

[ESS Jumping multi-kick attack 

ewe) fee Do 
x10 x1.0 x10 x1.0 x10 x10 


REACTION commaAnDsS 


Cyclone 


‘Aerial diving counterattack against Kick 
Shower 










Tem DROPS 


@ HP x2, | Munny x2, Dark Shard 
(8%), Bright Shard (4%) 


The most common program- 
type Heartless, Strafers are 
fairly predictable. They run ina 
clockwise motion around Sora 

and aren't particularly fast. Their 
lightning-ring attacks may be 

slow, but they're fairly wide and hit 
several times 





















| HP | EXP | STR| DEF | 
Space Paranoids {L28) 64 (102. 27 | 48 
Space Paranoids (L34) 75 159 32 18 
Titan Cup (L41) 86 = 33-22 


Hollow Bastion (L45) 92 310 42 24 
Space Paranoids {L45) 92 310 42 24 
Titan Paradox Cup (L80) 190 == 70 |) 
Hades Paradox Cup (L99) 181 >~—C(C«OS 
Y tyPE | _PM_| DEL) 

Laser Thunder x10 0 
IDES: | Short-range laser 
Lariat Weapon x06 0 
|DES:| Horizontal spinning attack 

Thunder x15 0 


Homing Beam 
IDES: | Slow-maving energy ring with homing ability 





Pw Yr eee 
x10 x10 x10 x1.0 x10 x1.0 
REACTION ¢ ommAnv 
N/A N/A 
N/A 


ITEM DROPS 


@ MP x2, Munny x2, Lightning 


Crystal (8%), Bright Crystal (4%) 
32° 


328 



















These swooping mechanical 
Heartless aren't much of a threat. 
It's fairly easy to get in close to 
them and crush them with the 
Keyblade before they can getan 
attack in. This is especially so since 
their most dangerous attack, a big 
laser, has a significant pause, and 
can be stopped with a Reaction 


Command! 























When the lid opens, what comes 
out is always an unpleasant 
surprise! This rifle- -toting soldier 
attacks from long range, while 
the knife-toting pumpkin attacks 
with vicious close-range slashes. 
The best time to deal with the Toy 
Soldier is when its lid is closed and 
it's hopping around. 


These floppy-armed Heartless 
can actually be a big pain once 
they get moving. Their huge arms 
flap around, doing damage to any 
hero that gets in their way. Their 
spinning moves are even more 
dangerous! Either use Magic 
from afar or hit them while they're 


standing still. 













































































Port Royal (120) ‘ 51 80 21 

‘nn ae Castanea Donita 2 = - c Cerberus Cup (L28 160 - 
hese = Se x CiympusColisoum(ts) 82 «220.37 sai et ie - — a 

—_—— Genie Paradox Cun(L7O)) 133 =) 62 | 38 alloween Town (LAT) 3 
Space Paranoids (L45) 64 (155 42 «| 24 5 ay Goddess of Fate Cup (l53) 263 = 48 
Hollow Bastion {L45) 64 [155 442 (924 : - : Cerberus Paradox Cup (L70) 333 eee 62 
Hades Paradox Cup {L99) 127 — 7c aces Hades Paradox Cup(l99) 453 87 

Weapon mg 
— cm cs 
Twin Laser Thunder ws: : ae Kicking Head Butt Weapon x1.0(hit2+x0.9) 6 
Jump Slap Weapon xt0 0 
[UES Fires two white tasers [IES kick then head butt with pumpkin 
Horizontal in attack 
Mow Down “" Weepon 40.65 0 DES - Pumpkin Slash — Weapon actin B 
[EES spinning saucer ring attack Propallae Charge! Weapon XS © [ESI Doubie weapon slash 
— —_— [ESI spinning-top charge | 
Charge Laser. thunder x025 0 Trap Soldier Other xh5 Xx 
ie a : ——— [LES Soldier snipes with rifle 
x10 x10 x10 x10 x10 x10 
oe 


«1.0 x1.0 x10 x1.0 x10 x1.0 


x10- an x10 <7} x10 x1.0 


Cot Lothin ak 













Tornado Ride x1.0, final hit 













Grab the Robot out of x3.0 
Snag the air N/A N/A 
| After Snag, turn while | x10.0: {Other- 
Sparkle Ray firing a powerful laser TYPE: damage) Grab Tornado Step before Propeller Charge  errect 
and attack enemies UA 


ITEM DROPS 


@HP x2, Munny x2, Blazing Stone 
(8%), Bright Stone (4%) 


ITEM DROPS 


© MP x2, — Drive x4, Lucid Stone 
(12%), Ether (10%), Serenity Shard 
(4%) 










ITEM DROPS 


© MP x1, Lightning Gem (6%), Bright 
Gem (3%) 








Wight Knights are common 
enemies in Halloween Town. 
They're not much of a threat at 
long-range, but once you close in, 
they use their long clawed arms 

to swipe away. Wight Knights, 

like Soldiers and other similar 
Heartless, aren't much of a threat 
unless in groups or when combined 


Tricky indeed, these Heartless apparitions fight 
| differently depending on which way up they are. 
| When their blue tails are pointing down, they float in 
Wy the air, using long-range ghost-fire attacks that track 

| you down. On the ground with the “tail” pointing up, 
however, they use vicious close-range fighting moves! 


Olympus Coliseum (L16) 70 ega 17 ee 







































102 * 27 
Cerberus Cup (126) : i" with other Heartless varieties. 
Halloween Town {L41) 138/372 39 22 
Titan Cup (L41) 2 2 oe ENCOUNTER _LHP_| EXP] STR] DEF 
Cerberus Paradox Cup(L70), 213 — = 63 36 Halloween Town (L24) 57 fas 24 118 
Tian Paradox Cup (L80) 240 |= 70 PAN Carberus Cup (28) 64 Sass 27 BAS 
Hades Paradox Cup (L99) 290 |=) 87 [St Halloween Town (L41) a6 ‘se 39 | 22 
f 
i Th TN] CvtnuwPoredencunteml 155 | = 
Shot Dark 8 ‘0 Hades Paradox cup(iga))«181 = 87 8 
[EES Fire dark shots from mouth faction | type | pM LDFL 
Candle Attack — Fire x5 0 Spin Attack Weapon x0 (Hit2+ x0.25) 0 
[ESS Strike with lit candles [ES Horizontal arm-spin attack 
Triple Shot Dark x5 B 2-Stage Claw Weapon xi.0(Hit2+x0.5) 0 
[ESS Fires three dark fireballs in @ spread [ESI tong jump, then up-thon-down claw swipes 
Whip Attack Weapon Hit 1x0.65, hit2 0.25 0 Spinning Leap Weapon xiO{Hit2+ *0.25) 0 
|DES:| Multi-hit head-whip attack = = IDES: | Low jump and vertical spin 
wel fk Le eo Pwo et pet oe 
x10 x0 x10 x10 xho x 0 x10 x1.0 x10 x1.0 x10 x1.0 
N/A N/A 





ITEM DROPS Eas ITEM DROPS 


Drive x4, Lucid Shard @ HP x2, — Munny x2, Lucid Stone 
(8%), Bright Stone (4%) 





Munny x2, 
(10%), Energy Stone (4%) 
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THe Nosooies 


When a Heartless is created from a being wi i 
\ a being with strong will, the shell it leaves behi 
5 , ehind a 
oes Nobodies as there are Heartless, Nobodies are more intelligent and gener. weno itnncing he 
ole again... But at what cost and what will they do once they achieve that goal? 













The most annoying aspect of the Assassins is 
that they tend to melt into the floor, where they're 
resistant to weapon attacks. Keep swinging, 
though, as you can atleast parry their upcoming 
attack, leaving them vulnerable! The second 
most annoying aspect is their kamikaze attacks 
when they're left alone for too long, destroying 

| them in a good-sized explosion, which also robs 

Sora of EXP. Keep on your toes! 









These massive Nobodies are tough to drop 
and can easily parry frontal attacks with their 
massive hammers to boot. But those hammers 
can also prove valuable to defeating groups 
of Berserkers; get one down, and it drops the 
hammer, letting Sora swing it with a Reaction 
move, doing massive damage! 







































































: Spo Se ee SS 
| [ENCOUNTER ___| HP [EXP|STR| Der MN [ENCOUNTER LHF JEXELSTRI DEF 
Tniighttown(G 7 ie 7 ae a 
Titan Cup (L41) 39 Es A eS 
Twilight Town (47) 152 88D. 42 28 Dn 3 a 6 
World ThatNeverWas (50) 160 ‘ooo 45 "25. ees 7 Se 
Goddess of Fate Cup (L53) 168 M48 8 453 = = 87 Sake 
Titan Paradox Cup(i8oj°) 240 (2) 70 (a Ca Te 
Hades Paradox Cup(t93)°) 290 S22 a7 (Sr Hammer Draw uae B 
TYPE DFL - eee 
TYPE | — Spin Kick | Weapon x16 0 : 
—— [IES Use hammer as brace for spin-kick 
se Jump Attack “Weapon xi5 0 
jrisctacd denastiomand a GEES) Leap up and fand on target ; 
ir Weapon ipnn= 0 Giant Hammer Dance Weapon SOS INS g (x 
|DES: Swing tentacles to the sides from underground Transform into giant hammer, swing and 
tie SS Weapon MESES O le downward crushing attack 
(ES Leaps trom underground and dives backin RoundTripRush Weapon 518M 
pmueencesseis: Weapon Sete X [EE Rush and jumping body stam — 
ELE isis fer ed le cee eee 
Witobatos a oF sep aos We «xo OP wo A x0 









xO] x10 (XE x10 x10 





rs 36° 5 - “nisin: 
REACTION commands 








“5 ; Aras 


ron COMMAS 






REAC 







REACTION Te 









Fail-Safe x2.0(Other- OTR pce SS Grab droppedhammer Et 
Tyne camage) Berserk and move, collecting N/A 
_ enemies i 
: s. = =~ Swing hammer upwards ; 
Grab the Assassin and slam it into the Eclipse after Berserk, tap3 == AE 
ground times for 3 hits = 





— > Swing hammer ina Hit 1 x05, 
Peale circle after Eclipse, tap3 hits 2-3 
© times for 3 hits x80 - 


ITEM DROPS 


© MP x6, Dense Crystal (12%), 
Serenity Crystal (4%) 


ITEM DROPS 


© MP x6, Twilight Gam (12%). Serenity Crystal (4%) 
GHP x2, — Munny x2, Hi-Potion (5%) 
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Small Nobodies that stay low to the ground, 
they use their shape-shifting powers to 
perform a variety of vicious attacks in the 
shape of weapons. They're the weakest of 
the Nobodies, but certainly can be a big pain 
in groups. When they're paired with Dusks, 
the Dusks’ Reaction commands confuse the 


\ Creepers as welll 
(ENCOUNTER 


| HP_|EXP| STR | DEF 
Twilight Town (L1) 2 | 4 5 2 
Twilight Town (13) 23 6 7 3 
Hollow Bastion (L8) 31 Waves «(11 
Hollow Bastion (L30) 67 119, 29 16 
Twilight Town (L47) 95 “Gl 43 =25 


World That Never Was (L50) 100 400 45 © 26 
Hades Paradox Cup (L99) 181 | = 87 (St 


a Te 


x0.5 (Hit 
3 Slashes 2+ x0.25) 0 


|DES:| Becomes @ sword and slashes three times 
Spear Drop Weapon x10 B 
IDES: | Leaps into the ait and dives down as a spear 


Pw ee eo 


x10 x1.0 x10 x1.0 x10 x1.0 


Weapon 


REACTION commaAnDsS 


SGecaual 


N/A NA 


N/A 


ITEM DROPS 


© MP x2, Dense Shard (8%), Serenity 
Shard (2%), @ HP x3 






Lithe, agile Nobodies that are dangerous even 
by themselves, let alone in groups. Dancers 
are skilled at evading attacks and ensnaring 
their targets in deadly dances you can't break 
out of until they're done with you! Try to hit 
them with distance attacks if possible! Watch 
out when they glow, and get into the air to 
\ avoid an ensnaring dance! 


Sa 

ENCOUNTER _LHP | EXP |STR] DEF 
Hollow Bastion (L30) 107 (298 429 | 16 
Titan Cup {L41) 138 = 39 22 
Twilight Town (L47) 152 860 43 925 
World That Never Was (50). 160 00 45 «26 
Titan Paradox Cup (L890) 240 === 70 4S 
Hades Paradox Cup (L99) 290 een, 87 (St 
ACTION. ___|_ TYPE | PM | DEL) 
Nose Dive Dance Weapon XiS 0 
|DES:| Swooping dance after floating 

Spin Dance Weapon x15 0 
Jump and spinning dance 

Low Spin Dance Weapon 0.25 0 
IDES:| Head-spin breakdance attack 

Rising Dance Attack Weapon x10 0 
DES: | Knocks target back 

Swing Toss Weapon x20 X 
[ESS Grabs Sora and throws him away : 
a ST 


x10 x1.0 x10 x1.0 x10 x10 


reaction ¢ ommAnDS 


 POUIE 


N/A N/A 


N/A 


ITEM DROPS 


© MP x6, Twilight Stone (12%), 
Serenity Gem (4%) 





om] 
pe 
m 
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These airborne Nobodies are vicious 
opponents. Their main tactic is to teleport 

high into the air and come crashing down ina 
vicious spear-first dive, creating @ shockwave 
on the ground. These attacks can be very hard 
to dodge. Watch for a glowing orb in order to 
\ activate a powerful Reaction Command! 














a 
(ENCOUNTER __LHP_] EXP| STR) DEF 
Beast’s Castle (L36) 123 (455 «34 | 49 
Titan Cup (L41) eh 


Twilight Town (L47) 152 860 43 2 
World That Never Was{L50) 160 jo00 45 «26 


Titan Paradox Cup (L80) 240 === 70 =a 
Hades Paradox Cup (L99) 290 = 87.) 5 
a a a Te 
Jump Weapon x20 B 
Teleport overhead and crash down 
Cut Off Weapon x15 0 
IDES: Body-swing around lance 
Spinning Swing Weapon x0.25 0 
iy aH Swing lance around, knocking target into 

the air 
Pwo ft) 6 ee 


x10 x1.0 x10 x10 x10 x10 


REACTION ¢ ommaAnDsS 





x2.0 (Drop Weapon-type 
damage, shockwave 
Other-type damage) 






Stock up to. 9 “Jump” air-drop attacks. 
Press @ to Jump and create shockwave 


| rrcm pnops 


© MP x6, Dense Shard (12%), Serenity 
Gem (4%), Nobody Lance (1%) 
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The most common incarnation of the Nobody, 
Dusks are slippery opponents who use their 
super-malleable bodies to dodge attacks while 
striking from unconventional angles. Though 
they're tougher than common Heartless like the 
Shadows, they're among the weaker Nobodies, 
and really only a big threat in large numbers. 











Twilight Town (LI) 
vilight Town (12) 


Hollow Bastion (ts) 
Twilight 


Pore bot cor lB 


io exo. x10 Sx x10 


REACTION commaAanDs 


Reversal N/A 


Slide to other side, confusing all nearby 
Dusks 


ITEM DROPS 





@ MP x4, Twilight Shard (10%), Serenity 
Stone (2%) 

(Roxas’ First Fight): @ HP x5, © Munny x15 
@HP x4, — Munny x1, Potion (10%, 0% in 
Station of Serenity) 






ap 
_ Perey 
ewe] 


sees 
=> 
ne 
es 




























ee | j Powerful Nobodies that attack with swords, 
4 B these foes get more vicious as their HP 
depletes. These Nobodies can puta real dent 
in Sora’s life bar if you let them hang around 
too long, but aren't much for rapid-fire attacks, 
making them somewhat open to attack. Their 
Reaction Command can be alittle risky, but 
a great way to eliminate them one-on-one 
without interference from the others. 



















Gamblers aren'tterribly tough Nobodies, 

though if you leave them alone long enough 

their dice and card attacks can hit you from 

far away. The real threat is one you invite = 
when you play their games with the Reaction 
Commands! Win and you can gain a powerful 
attack chance and lots of Munny! Lose and 

Sora finds himself transformed into a card 

ora die, with very limited mobility and attack 
options until the curse is lifted! 


| HP | EXP| STR] 
a 426: fees 35 
| 152 Geo) 43 25 
‘160 G00 45 926° 

















2 Si of Sh 
Vertical Slash Weapon x15- = 0 
DUBS Right sword stash 


Horizontal Slash Weapon — xl 


[ES Lott sword siash 




















~ Weapon x0.25 Bio Four Slashes = : Weapon 705 : 0 = 
ss ml slashes — wat plese en aanas 
- HES 1 50, 


Weapon x0.25, hit 
| oo 





Shing sword slash: 


EB Roi ciontdice Rae eines DrawSiash Weapon xo 8B 
Draw sword and slash while passin 
ioe 1.0 Mio «0 Extoy W0 MWe oe eo 


Won xo UXO x10 | xO) x10 







REACTION COmMmAns REACTION commaAnDS 


Duel Stance N/A 


REACTION| EFFECT | POWER | 
; Get "0" menu heenis 

+ command or be “Anstant-kill, 

tumedinto acard! — Sseestonme 

© Get “0” menu 

ice command or be 

turned into a dice! 






Find “The End” in menu before time is up 


ITEM DROPS 


© MP x6, Dense Gem (12%), Serenity 
Crystal (4%) 


Instant-kill 


ITEM DROPS 


Twilight Shard (12%), Serenity Gem (4%), Nobody 
Guard (1%) 
(Win Card/Dice Game): © Munny x10 





Snipers flit around in midair, readying light- 
arrows to attack. While there's a delay in the 
creation of the arrow and the shot, they can 
strike from great distances. Use the Reaction 
Command to cut the attack short and send 
the arrows back at the Snipers, causing 
massive damage! The arrows can also be 
deflected with normal attacks, but not as 
accurately or as strongly. 


— 
HP | EXP| STR] DEF | 
122 425 34 919 



















Land of Dragons (L35) 


Titan Cup (L41) 138. ieee 39 RY 


Twilight Town (L47) 152 860 43 25 
World That Never Was (150) 160 00 45 «26 
Goddess of Fate Cup (L583) 168 | = 48 | 2 
Titan Paradox Cup {180} 240 Seese 70 iat 


Hades Paradox Cup (L99) 290 f= 87 SST 
= 


aa a 

Light Arrow - ‘Weapon x15 0 

Ss Fires delayed light-bullet that tracks target _ 

Rapid Strike Weapon X15 0 

eat Quick approach and bash targetwith 
crossbow 


Giant Light Arrow Weapon x20 0 
TS Massive arrow splits into five smaller arrows 


Kee ee Oe 


x10 xt.0 x10 x10 | xR x10 





Small x5.0, 


Warp Snipe 
Large x10 





Warp and strike light arrow back at Sniper 


TEM DROPS 


© MP x6, Dense Stone (12%), 
Serenity Gem (4%) 





~ 
— 
m 
= 
=) 
ow 
=) 
=) 
m 
wm 

















These rare Nobodies are difficult foes, 
even though they do not move very 

fast or attack you directly. But combine 
their immunity to magic with a swarm of 
invulnerable magic cubes they use to both 
defend and attack, and you have trouble! 


 — 


| HP | EXP| STR DEF 
World That Never Was (LS0) 160 1000, 45 26 
Hades Paradox Cup (L99) 290 (2: 87 St 


aaa Te a 
0. B 


Shield Weapon x0.25 


IDES: | Cubes forma wall 


Shot Weapon 
DES: | Fires cubes at target 5 


x0.25 B 


x0.25 
(final hit B 
x10} 


IDES: | Swing cubes around in a line 
wot) 8 eS oe 


T 
x0 x0 x0 x0 xO x1.0 


Consecutive Attack Weapon 


N/A N/A 


N/A 


Tem OROPS 


© MP x6, Twilight Crystal (12%), 
Serenity Crystal (4%) 
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OTner Enemies 


Occasional i 
y, you run across foes that are neither Heartless nor Nobodies. They're not common, but keep an eye out for them! 


 cnust 


These apparitions appear at the 
beginning of each area in the The Pride 
Lands as Simba continues to doubt 
himself. Since they don't pose much ofa 
threat, it’s easy to dispose of them. 


= 










HP | EXP| STR | DEF | 
The Pride Lands (L43) 1 Bee 40 Bee 
ACTION. ___|_ TYPE | PM | DELI 


N/A N/A N/A 






N/A - 
DES: 
eWolcces te bet LU 


oe x10 fox x10 RG x10 






Tht sue aee 13 





N/A 


ITEM DROPS 


@ MP x5 
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) 
Seifer is always ready to challenge 
Roxas to a little rumble. When playing 
as Roxas, fight Seifer to safely eam 
some much-needed experience early 
in the game. 


| 


























HP | EXP] STR] DEF) 
100 105 5 2 
105 | 13 6 | 2 






Twilight Town (L1) 
Twilight Town (L2) 























type | PM |DFL) 
Long Swing Weapon x05 0 
LS Staiatit downward swing 












Cut Of f Weapon x0.25 


TES Spinning side-swing 
Roman Stab Weapon 08 B 
[LESS Laps into the air and dives down club-first 


hie See Se 


wo) xo PO x10 Po x10 


POWER 
N/A 





ITEM DROPS 


N/A 










STN EEE: 










With a big hatchet in each hand, these 
large pirates specialize in up-close combat 
Keep them comered in the moonlight, or 
their rushing charges will seriously deplete 
Sora’s HP. Magic hurts them more than 
physical attacks, and Thunder and Blizzard 
even slow their movements! 


__ 


HP | EXP| STR] DEF 


Port Royal (L20) 128 12 21 of 



















Port Royal (L37) 198 485 35 20 

a a 
; x1.0 (hit 

Triple Blow Weapon 9, 405) 


|DES:] Three axe swings while hopping forward 
Advancing Slash Weapon seeds 


|DES:| Rush forward and swing axes to the side 
Whole Body Slash Weapon x20 0 
|DES:| Swing axe in huge overhead arc 


cCnee SSS See 


x10 x25 x25 x25 xi.0 x10 


Back shuffle 
High Counter 









Dodge Triple Blow attack 
Counterattack after Back shuffle 


TEM DROPS 


© Magic x4, | Munny x2, Potion (10%) 












These pirates’ knives are the least of your 
concerns. They like to throw small bombs 
that explode after a few seconds. What 
makes this worse is the fact that the bombs 
are difficult to see. Like the other pirates, 
the shadows are their safe haven, so keep 
them in the moonlight. Hit them with magic 
attacks for extra damage. 











[Hp | EXP | STR] DEF 


a a 


|DES:| Two lunging knife-slashes 


IDES: Lob explosive bomb 


Ssneee aee See 





ITEM DROPS 


Munny x2, Ether (10%) 


These pirates aren't as strong when fighting 
up-close, but they are a definite threat 

from long range. When they start aiming, 
watch for the Reaction Command icon or 
else Sora’s may take a crossbow bolt to 

the kisser! When they reach the moonlight, 
hammer on them until they're a pile of 

dust. Like all of Barbossa’s pirates, they're 
especially vulnerable to magic! 







| HP | EXP | STR| DEF 
Port Royal (120) 82> fae | 2) es 
Port Royal (L37) 126 485 35 = 20 


aa Te a ER 
0 


Swing Weapon xt0 
IDES: Swing crossbow like a club 





Shoot Weapon xt0 B 
|DES:| Fire crossbow at Sora 
j x1.0 (hit 
Triple Shot Weapon 2+ x05) 
IDES:| Fires three shots in rapid succession 
A See 6S Eis el ao 
xi.0 x2.5 x25 x25 xia x10 
REACTION t MmAnNDS 
Return Fire x1.0 


Guard and reflect Shoot/Triple Shot attack 


ITEM DROPS 


© MP x4, | Munny x2, Hi-Potion (5%) 
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Bosses & Rwatcs 


The big bad guys! It’s important to note that you occasionally fight against more than 
one boss in a single battle! : 












This member of Organization XIII has a mastery 
of Fire. Roxas faces him twice, but Axel pulls his 
punches in their first encounter at the Sandlot. 
Once the two meetin the Old Mansion, the 


: gloves are off! 
ea [Hp [eExP|sTR| DEF] |W] F|B|T| DIO] 
Twilight Town (Lt) 105 * 5 2 xi x0 x05 x0.5 x05 x05 
Twilight Tower {£2} 345 - 6 2 





























ACTION POWER MODIFIER DESCRIPTION 
Combo Attack Weapon 0,75(hit 2+ x0.25) O Swing then throw chakram 
Fire Cutter Fire pts 2-410, hit bt B Throw twinflaming chakrams 





Hodis eepen Fire x15 B Throw single flaming chakram 
Flame Prison Fire xb0 X  dgnite floor and create fire-pillars 
Assault Fire  Chakramx1.0, Fire x0.75 B,X: Press forward, creating fire pillars 

. 5 Diving attack creates fire on the 
Falling Attack Fire Fire x10, Pillarx0.75 BX ground and fire pillars 
Wain Fire x0.25 {hits 3, §, 6x0) 8 Throw flaming chakram 6 times 
Weapon x0,25 {hits 2& i 

Wild Dance ; y B, Throw chakram 5 times, charge up 
{fight 2) Fire : 0) Chargex!.0,Pillar gx then createfirepillars 






REACTION maAnNDS 





REACTION | EFFECT | POWER | 

Burst Edge Aerial counter, 3 hits xt TEM DROP 
Overtsker Chase after Axel NIA N/A : 
Clear Light osad ad to the ground after NA i 


vICTORY BONUSES: 


Max HP +5 (2 only) 









Like his pirate crew, Barbossa is only vulnerable 
when the moonlight shines... hence the Illuminator 


Heartless, which absorbs light! Seek out the 
glowing eyes and ice the Heartless to turn Barbossa 


into his grisly skeletal self, then pile on the magic! 


BARBOSSA 


Wi FBT) oO} Oo. 


MUO; x0.75 XO25 x0.75 x075 0.75 


ENCOUNTER | HP | EXP|STR| DEF) aLUMmInATOR 
Port Royal (L20) - Barbossa 2: 2 0) TT 


Port Royal (L20)— Iuminator 26 : 21 ii x0.5 x05 x0.75 


POWER MODIFIER ay DESCRIPTION 


Rushing Cut x15 (hit 2+-x025 for punch only) B Rushing: double-cut 
Hilt @ Elbow xO;cutx20(second- , Blows force ye to-stumble, 

















ZL 










REG x05 x05 





Weapon 





Chasing Cut = Weapon tase attack x2.5, hit 2+ x0.5) follows with 2 cuts 
Swing 1~7 x0.5 (hit 2+ x0.25}, 3 cuts, 4 thrusts, then 2 

Combo Attack Weapon wing B= (hitd+x0.5) X nore cuts 

Explosion Fire x10 eae X  ‘Tosses four bombs 

Gunshot Other x15 X — Pistol-shot at Sora 


EACTION COMMANDS 





Awe Rebalance Jack while he's reeling 
Counter from Chasing Cut attack x3.0 i A 
ne 5 (Iluminator defeated): 
Sonic Dive Attack Barbosse after Twin Counter + x10.0 Drive x10 


Step on Barbossa’s sword during 

Combo Attack pauses 

Jump off after Riding Shot and attack, 50 
can be finishing blow sah 


Riding Shot 


Reverse Blade 






Drive Gauge +1 & Aerial Finish Ability (Sora), HP +4 (Donald), Teamwork Ability 
(Goofy), Auto Limit Ability (Goofy), HP +15 (Jack Sparrow) 


ow 
=) 
nA 
” 
m 
~~” 
ge 
=< 
< 
> 
re 
oe) 
















The Beast is being possessed by his 
anger and paranoia and only a few 
hard knocks and loud noises will 
snap him out of it! You cannot win 
this fight without Cogsworth's help! 






the Volcanic Lord, the Blizzard 

ers in an attempt to reclaim Jafar's 
lamp from Sora and friends. Reaction Commands are 
especially useful in defeating this boss, as it likes to use 
its Ice Breath attack a lot. This move leaves the Blizzard 


ENCOUNTER | HP | EXP| STR] DEF | Lord vulnerable, so take advantage of it 


Beast: fe (13) fs . z J R 
east’s Castle (L13) 156 15 8 XPD x1.0 XLO x10 x10 x10 ENCOUNTER HP TEXPTSTR| DEF] TWiF[BITIDIO| 
ACTION TYPE R MODIFIER | DFLIDESCRIPTION Agrabah (22) 31 fs 22 | 42 KAO x10 xO) x05 X08) x05 


Claw Swipe Weapon 0.75 Short-range claw attack Agrabah (122, Port Royal L237 597 |e 2 | 


clear) 
2-Claw Swipe Weapon x10 {hit 2+x0.25) B 2-hit claw.attiack Hades Paradox Cup (i39) 2172 Se 87 51 
Falling Claw Weapon x15 B Downward swipe when falling 


Swipe from a jump ACTION POWER MODIFIER 
8 


Stall Attack Bi d xiv 
REACTION [EFFECT POWER = & Swing stat 
tee storm creates blocks on ground, 


Wake Up! Cogsworth rings his bell to stun Beast NA Wee Breath Blizzard xf.75 (hit 2+x0.25) x can hit other Heartiess 


Appearing alongside 
Lord uses its icy pow 















































































When Beasts’s HP s low, tap [TR] . = 
Charge repeatedly to charge Get Up! NIA N/A ice Missile Blizzard 025 B Hurt 6 ice chunks at Sore 

Wake Beast from his daze, finishing Sora’s friends are temporarily 
Get Upl the battle NA pees Bizet. x frozen solid 











REACTION COMMANDS 


REACTION |EFFECT POWER 


; Cancel Ice Breath attack and send 
Blizzagun Blizzard Lord fiying away x20 


UICTORY BONUSES Tem DROPS 


‘ Explosion Ability (Sora), HP +4 (Donald), Armor N/A 
\ Slot (Goofy), HP +15 (Aladdin) 





UICTORY BONUSES 
rmor Slot (Sora), HP +4 (Donald), Defender Ability (Goofy) 



















Cloud is a brutal fighter 
indeed, and like the other 
Hollow Bastion allies, is 
only an opponentin the 
Olympus Cups. 


“ a ee : 
g ENCOUNTER | HP JexP| STR] DEF] (Wi F] Bi TD] 0} 
6 


Hades Paradox Cup (199) 1 15 
~ Round 25 & 40 148 > 45 0 x15 @5 « OS 05 


Hades Paradox Cup {199} 
= Round 49 oe © 


DESCRIPTION 


Attack 1 x10, Attack 2-3 8 


Hades’ petis deceptively fast for such a big 
creature. Its three heads are its vulnerable 
spots, and their size makes them easy targets. 
Jump to avoid its landing shockwaves, lock 
onto one of the heads and hit it hard. 


ENCOUNTER [Hp [exp[str[ per} (wi F [Be [ro] 0) 
~ 7 9 


Olympus Coliseum (t16) 440 xD x05 205 x05 x05 x05 
Cerberus Cap {128} 960 ~ 27 5 ~ 
Corberus Paradox Cup (£70) 1995 62 Kid 


















































Ku Strike Weapon : Triple sword swing 
Xi thie 2490-25} Hades Paradox Cup {L929} 215 51 
Sonic Rave Weapon x075 B Forward charging thrust 












DESCRIPTION 


Bite Combo Weapon x15 B Bite with all three heads 


Spirit x1.0, Spin x0.25, 
Warrior's Spirit Other Slash x0.75 (hit 2+ x0.25, B Spirit blast then 2~3 leaping triple- 






Weapon-Type damage), cuts, finish with downward thrust 
Fail xt.0 Crash x1.0 (Weapon-Type 
1 sTmnltlim@sliiliiisisiticy Jumping Crash~- Variable ene eee xiS BX Create shockwave after high jump 
: : er-Type damage 
oo EFFECT POWER Spinning Attack Weapon xt.0 B Body-swipe to left then right 
N/A A 
re NW Trap Weapon Trap xi, Bae xt5 B Heads trap then bite Sora 
WA x15 (Bite Weapon-Type 
Dork Breath Vanable ag Fireball Dark- B Release dark fireballs during bite 
ype! 
REACTION [EFFECT POWER 1TEem DROPS 
Evade Avoid Trap attack WA : 
Jumpt Leap high into the air after Evade NWA (Dog Paddle Reaction) 
Doy Paudie Slam attack atter Jump!, stunning 3.0 @ MP x10, © MP x5 


Cerberus 








UICTORY BONUSES: 
™ Dodge Slash Ability (Sora), HP +40 (Auron) 


33° 









eg AIM 
The released form of the Shadow Stalker is much ~ = : Saw 
5S more mobile and dangerous. Although it can Demyx proves to be a better fighter during his 
turn semi-invisible, the lock on feature keeps itin second encounter. The most difficult aspect of the 
Sora’s sights. Like fighting the Shadow Stalker, the fight is eliminating all of his Water Forms before time 
most dangerous attacks involve the architecture. runs out. Use the@ counterattack liberally and try 
to back him against a wall to make the fight easier. 


lwiF] Bit] ol 0) 
p x05 MOS x05 

















= 


TION 





Weapon Swing x, Throw x1 
Fall x1 , 





Variable 
rt om eanpener from Dark . aie wn ae — 
ac ITEM DROPS i y nl Water 


Drop chandelier 
Sep Vault on Dark Thorn after 











Hurl Dark Thom away after Catch 











(Water Form Destroyed) 
@ HP x1 









LICTORY BONUSES . 
S Interrupt Rave attack and knock 


HP +5 & Retaliating Slash Ability (Sora), HP +4 (Donald), Item Slot (Goofy), HP +35 (Beast) Demyx away 
VICTORY BONUSES 


Armor Slot & Blizzard Element (Sora), Blizzard Boost Ability (Donald), HP + (Goofy) 








Se Tas 
The Experiment can be tough since its body 

parts fly around independently. This fight can be 
very frantic with several different targets on the 
move, but focus on the main body. 







Roxas faces 14 of these false Vivis 
) inthe Tunnelway of Twilight Terrace. 
None of them are very strong, but 
with so many enemies to fight at the 
same time, the fight can be tricky, 


SR nT aeee inoer aaoiien Tort tnecrnanr 





==? > 


Weapon 






Vv: Weapon } 
REACTION COMMANDS 


REACTION |EFFECT 
ae 


Kick Experime 
pont nt’s body into other 


UICTORY BONUSES 


HP +5 & Finishing Leap Ability (Sora), Jack, 
Ability (Donald), HP oWack. 
pre Aertel ), HP +5 (Goofy), HP +10 (Jack 
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oy AGRIM REAPER 


er on the Black Pearl is rather 


The first fight with the Grim Reap 


ris under the effects of the medallions in 


es) 
ro) 
~ 
wo 
m 
~” 
Qo 
wv 
= 
> 
| Bem 
” 


Se Per tings gu ast he biggest Heartless foes that Sora has ever 
's weak spots is tricky. Reaction Commands 
are key to accessing both of its heads, its only vulnerable spots. 
While it’s easier to do successive damage to the head on the 


creature's back, it's also riskier since more attacks land there. 


Certainly one of t 
faced, reaching it 





the Port, things get difficult! As long as a single medallion is missing from 
the chest, you can't damage the Reaper! Hit it with magic to make it e 
medallions, then return them to the chest with the Reaction Command. 


ENCOUNTER LHP JEXPISTRIDEF}IWI FI BIT] D| 0 | 



























Port Royal {L37} 790 . 35 20 *0.0 x0.75 3075 x0.75 x0.75 x0.75 


ACTION. | TYPE |PM | DFLIDESCRIPTION 






















Sweep Away Weapon x10 0 Sideways scythe swing 

Warp Weapon 0,25 8  Spin-attack and teleport away 

Evil Spirit Weapon Page iad 5 0,8 Swing weapon and release spirit 

rand ong Weapon Gust x02, Spirit0.5 8 Spirits suck medallions from the chest 

Tornado Weapon xl1.§ {hit 2+ 0.25) 8 Whirlwind sucks:in medallions on the ground 

Bance ofthe — other x0'5(final hitx1.5) --X__Giant evil spirits hop around 

Spirit Counter Weapon x15 8 Release evil spirits after Loot Launch Reaction 
EACTION CommAnDS 

REACTION |EFFECT | POWER | 





Deposit medallions in Sora’s 


Retum possession to the chest NA 

: Stop the Reaper from collecting © MP x5 
Hinder me, ew N/A 
Loot Launch After Hinder, hurl Reaper away so it NA 


spills medallions 
UICTORY BONUSES 


(Black Pearl fight): Summon Boost Ability (Sora), HP +4 (Donald), Draw Ability 
(Goofy), HP +15 (Jack Sparrow) 

(Port fight): Magnet Element (Sora), Flare Force Ability (Donald), HP +5 (Goofy), HP 
+15 (Jack Sparrow) 














ENCOUNTER | HP | EXP|STR| DEF | 


The Pride Lands {L43) 1424 40 — 23 










ACTION TYPE [POWER MODIFIER 
Shockwave Thunder %20 x 
Thunder Thunder 0.78 x 
Fire Firo |= x05 x 
ThunderPunch Thunder x05 {final hit x1.5) 8 
Punch Rush Thunder 0.25 (final hit 2.0) 8 
Run Wild Fire x25 B 
Sweep Away Fire x30 x 






REACTION COMMANDS 


Hold Back/ Run around Groundshaker during Run 


Jump Wild and counter to stun NIA 
Jump Leap onto Groundshaker’s back N/A 
Fand Fend against the Groundshaker's NA 


attempt to stomp on you 


A UIC TORY BONUSES 


HP +5 & Thunder Element (Sora), HP +5 (Simba) 


HAYNER! 








REACTION [EFFECT POWER 


WIFI BIT) polo) 


XVOD x05 KOS x05 x05) x0.5 


DESCRIPTION 


Stomps create shockwaves 
Shoot lightning 





Create fire columns from ground 


Electric-charged double punch 
Become invisible and punch 
repeatedly 

Charges forward, using other 
attacks 


Knocks Sora back if Hold Back 
Reaction Command fails 








N/A 


Sora fights Hayner in the Struggle 
tournament, a friendly bout with 
nothing to lose. As Sora, face Hayner 
and defeat him 10 times to enter the 
next level of the tournament. 


ENCOUNTER | HP | EXP] STR] DEF | 
- 2 


Twilight Town (L2) 210 6 


The first few times Sora fights Hades, he cant 
hurt him so the ultimate goal is to survive his fiery 
onslaught. It’s not until Hercules and Auron join 
the party that Sora can knock him from his fiery- 
red state and deliver some serious damage! 


ENCOUNTER LHP JEXP|STRIDEF] (WI F] BIT] DIO) 






























Olympus Coliseum (1.16) 660 . 17 9 x10 x0 XO5 x05 KOS x05 
Olympus Coliseum {L39} 1230 37 24 Twilight Town (128) 640 27 15 
Goddess of Fate Cup (L53) 1575 a 3 Twilight Town (L47) 950 3 6 





2715 






Hades Paradox Cirp (L939) 


DESCRIPTION 



















ain TYPE IPOWER MODIFIER DESCRIPTION Swing Down Weapon xh0 0 Downward club swing 
Fame Claw Fire EO GNE2> xO.25) 8 1-2 flaming swipes Swing Weapon xt0 (hit 29 x0.25) O Jumping club swing 
Spinning Sweep. Fire xt S{hit 2s x10} B Spins and strikes targets with flame Swab Weapon. il B Stabbing attack 
Fire Wal Fire Fire sf\28, column x20 (hit x Blows fire at feet, creating columns Weapon x10 8 Wide-are club swing 
Firaga Ball Fire x15 0 Huristarge fireball RECT =o oe 
Meteo Fire Firoballx25. S Create serial fireball that drops REACTION TEFFECT POWER 

. Spark x1.5 XB gtecsnarks NA N/A N/A 
Smoke Dark x10 8B Blows smoke forwerds. 
REACTION COMMANDS 
REACTION |EFFECT |POWER| sveEMm DROPS ~ 





Fire Aura orb at Hades, making 
him vulnerable, Only available with 
Hercules in the fight 


UICTORY BONUSES 


(Olympus Coliseum L39) 
HP +10 & Counterguard (Sora), Accessory Slot (Donald), HP +5 (Goofy), 
HP +15 (Auron) 


Aura Shot x10 


N/A 
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Sora only fights Hercules in the tournaments of Olympus 
Coliseum. These are fights in which you have nothing 

to lose but a little time. Herc packs a punch and has 

+ moments of invincibility, but his long delays between his 
attacks provide ample opportunity to deplete his HP. 


ENCOUNTER 
Titan Cup (Lat) 5 39 | | 
Titan Paradox Cup (180) 


















70 Al 






























ACTION VER MODIFIER | DFL[DESCRIPTIO 
Punch ~~ Weapon x20 “SS = 8B tungingpunch wee 






Charge Punch » Weapon x30 
Headbutt Thrust. Weapon x4.0 {hit 2+ x1.0) 
Explosive Attack. Other 20 eee at 


Jumping punch 


ts 





<x wD x 


REACTION {EFFECT POWE 
Ni NIA 


N/A 


; One of Hades's favorite mythical monsters, cut one 
head off and more grow in its place! It's best to team up 
with Phil and Pegasus using the Reaction Commands to 


destroy this multi-headed menace. Remember that only 
the Vanquish attack can truly finish the Hydra! 


x 

ENCOUNTER bah nooo 
Olympus Coliseum (i1e)—Body 462 © = | 17 | 9 Mixt0l x05 KOs x05 KOs 05 
Glympus Coliseum (116) —Head 


ACTION _ POWER MODIFIER 






1 Fea 7 eee 





DESCRIPTION 













Bite Weapon x20 (hit 2+ x0.25) ul sea orth while 
SychtoBie — Weopon wnSihit2e38) Alon bite silonopusy 
Bite Combo Weapon Bonsvag x th 2 B After mliple bites, slam 

Tail Attack Weapon xt5(hit2%x0.5) B a 

Dark Servant => Dark «XO. “ortega 















Nadeefienes@] Fire Roem oe 
REACTION CommaAnDS 


REACTION |EFFECT 


Destroy an HP-depleted head before NWA 
_) itrevives ti 


eee Call Phil to toss an urn while on ; e 
Phil One-Two fivdra's back sa NAS 


Drop urn onto Hydra’s back, stunning ~ WA 


ITEM DOROPS 









ee : 
fanquish (Vanquish Reaction) 


~ @HPx5, Drive x5 
= (Urninator Reaction) 


Urinator 

ji —— ae ; @OHPx3 

Pegasus Run pres egasus’ back for air NA (Megara assistance) 

itack Ee Supa at Hydra heads from Pegasus’ yO “ 6 HP x8, © MP x5, 
Drive x5 


UICTORY BONUSES 
HP +5 & Thunder Element (Sora), Armor Slot (Donald), HP +5 (Goofy) 











This massive program patrols the outer perimeter of the 
¥ battlefield, trying to stay out of Keyblade range. Although 
> > magic doesn't cause as much damage, it does force it 

= to drop data clusters. This triggers the Freeze Reaction 
Command, which creates an opening to clobber it! 


ENCOUNTER LHP JexP|sTRi DEF] [WIFI BIT] DIO) 


‘Space:Paranoids (128) 5 640 27 AB EO x05 x05) x0.5 x05) x0.5 





















CT LS a a TET 
Shock = ~Weapon x15 ; x Light-blastto cover retreat 
Cluster Thunder x10 Epo 8 Releases homing bombs at Sora 
Vulcan: Thunder x15 (hit 2+ x0) B Multi-hit gun blast 

Boost Weapon 20 (hit 2+ x0.25) 8 High speed wall-jump attack 
taser Weapon 0.25 (hit 2+ x0.25) x Releases laserbeam 
RecwverDaa, «= - OSS Recovers S9HP 
















REACTION COMMANDS 
REACTION [EFFECT POWER 


= Stop Program's movements with full cluster gauge “oS NJAS 


LICTORY BONUSES TEM DROPS 


Horizontal Slash Ability (Sora), HP +4 (Donald), NIA 
Jackpot Ability (Goofy), HP +15 (Tron) 


wes 





Tact ithim ? inish the 
P=. Although you must hit him in the head to finis 
. battle, the first target should be his stomach. This 

sets him up for a stunning Reaction Command 


that makes defeating the genie much easier. 


Agrabah{t40)—Jatarshead 840 © = 37 2h ) x0.5 x05 x0.5 1x08) x05 
Kgrabah (40)-dalarsstomach 93° =O; 


Agrabah (40) — Aura 51 


ACTION _| TYPE |POWER MODIFIER | DFL |DESCRIPTION 


Spin Around Weapon Arms x2.0 (hit 2+ x0.25} ‘Spin with arms outstretched 

























Rubble Attack | Weapon xO5thit2+x0.1)._ X —Hurltowers at Sora 
Rubble Bush Weapon x0-25 (hit 2+ x0.1) B Stormofrubble 
Firaga Fire B Releases multiple fireballs | 
Thunder id) = 8  Calistighting down on Sora 
| Weapon WO X Seals Sora's movement briefly 
| Weapon x10 B ‘Auraattack with both arms 













) Grab Jafar's genie-tail and " 

wrap him up N/A : ITEM OROPS 
3) After Roll Up, spin Jafarlikea © NA) 
© top to stun him Sze N/A 


LICTORY BONUSES 


Fire Element (Sora) 


SIVAIY 8 SASSO9 






Ally Leon becomes a competitor 
in the Olympus Coliseum Cups. 
Leon is tough and he usually has 
back up, but he has difficulty 
countering aerial combos. 





AFAR'S SHADOW @)} 


} This annoying spoil skims along the Sandswept 
a Ruins, attempting to bring lightning down on Sora’s head. 












Don't let the common Heartless in the area divert you from 




















| 

the main goal: chasing Jafar's shadow to the ruins tower! 
“a |S ck ith the Keyblade to stop it from casting a spell. CT a Tip [exe [sta DEF | 7 ee 
ma Pain & Panic Cup {L20) 357 21 n ais 0 x0 xt x05 x05 x05 









ENCOUNTER pup [exe] sta] DEF TwlelB|[tiplo|] Pain &Panic Paradox Cup (60). 819 =. 54 "31 


Agrabah (L40), B x10 x10 xb0 x1.0 x10 x1.0 sites Feeator Ose erat 167 Dot 


De ra ll 3 : 
ACTION TYPE [POWER MODIFIER DESCRIPTION a es OM Soe 87 
Thunder, Weapon x10 x —oe 


REACTION COMMANDS ACTION TYPE [PM __| DFL|DESCRIPTION 
reanA EFFECT Power] — ” sonceeuiiee Weapon X10 (hit 2+ 30.25) B easel Sad then jumping downward 




















5t 




















tes oon he ia Mow Down Weapon x10 B ‘Sideways Gunblade slash 
smth Sword Weapon xi.0{hit2+x0.5} 8 More powerful version of Consecutive Slash of Fa Re 
SpititMow Down Weapon x5 B More powerful version of Mow Down MacKchS oe 
Firaga Fire x10 0 Shoot homing fireballs at Sora 


Blasting Zone Other 0.25 8 Knockback blast, Gunblade grows in size 
A ERCcTION cCommAnDS Rats y 
REACTION |EFFECT POWER 


NIA N/A N/A 










All three of these 
troublemakers have the 

_ same amount of HP, stats, 
5 and resistances. 


ENCOUNTER fr [exe sta Det Wi FI] BIT) DIO) 


Hallorrsen Sawn (UN i xO x05 x05 yi x05) x0.5 


| LOCK'S | TYPE [POWER MODIFIER [DF DESCRIPTION 
| ACTION ; 


Straight Throw Weapon x10 0. Throw.toy forward 
Sliding 






Battling Luxord is a bit different 
from other boss battles. Rather 
than depleting his HP, you 
deplete his “Time,” which also 
automatically drains. 


ENCOUNTER EaCuSonG 


Moet tis Newer eas U8) : ‘| KUO) x0.5 x05 x0.5 x05) x0.5 


ACTION | TYPE [POWER MODIFIER | - DESCRIPTION. 


Card Stash Weapon Sweep x0.25, thrust x1.0 8 Differing card swipes 
























Weapon x15 Spinning slide attack 



















eee eee 
SHOCK’S TYPE |POWER MODIFIER | DFL|DESCRIPTI Flash Weapon Light.x0, extra hits x0,25 x  Burstof light, additional 7 hits if 
ACTION “ : connects 
Rumbling Thraw Weapon xt0 QO Throw toy high into the air Eats Weapon, gala 5 See 
Exploding Card Weapon x25 X  Red-marked cards explode 
Spin Attack Weapon yeh a 2-4 x0, hits QO Run around while spinning - ee = ~ 
+e Wild CardDance. Other Spinxti0,Throw-x0,25 B Spin around and:throw cards 


eee ee - 
BARRELS POWER MODIFIER L]DESCRIPTION fEACTION COMMANDS 
ACTION REACTION [EFFECT POWER | 


Parabolic Throw Weapon x10 0 Throwtoy in are Flip Flip over cards to reveal Luxord NA 
Holling Tackie |) Weapon kis O Roll around like @ a ball Start Game“) Get “0” in menu to win! 
; seeeeutua commaAanos 
REACTION [EFFECT eee POWER] rem DROPS 


ce = empty box towards a a x10 













‘UICTORY BONUSES _ 
ais (Win Start Game” Reaction) 





(Lock) 0 Drive x10 ; ; ss , @ HP x5, @ HP x20 
aaa g (Shock) @ MP x10 CSS eet eee See = (Card HP depleted) 
item Slot (Sora), HP +4 4 (Donald, Auto Change (Barrel) @ HP x10 o a ae @ MP x10, © MP x5 


Ability (Goofy), HP +5 (Jack Skellington) 


Sul 





342 
















MCP.8 
SARK 


The MCP calls upon some extra defense to deal with Sora and Tron, 
powering up Sark into a giant. You'll spend more time breaking down the 
defenses and fending off Sark than actually erasing the MCP. Hit Sark in 
the leg or use a Reaction Command with a wall to get at his head, knock 
him cold, then smash through the revolving shield to get at the MCP proper. 


ENCOUNTER | 
ENCOUNTER eo re iWiei Bi Tio} o| 


Space Paranoids (145) - MCP. 920 x10 x05 xOS x05 x05 x05 


» Whoever this foe is, you must fight him at 
the same time as a swarm of countless 
Rapid Thrusters. Ignore the Heartless and 
stay locked onto the Man in the Black 
Robe, sliding out of the way of his attacks. 


a 


aa 
of Dragoris (135) 760 . “ x10 0.5 (KOS x05 X05 x05 












Weapon aaicaet vTeaeas 















carte Weapon x10 Forward-jump out, 
Helmet 
Helmet Yanan Binge xLG|Weapandamage, gx Thrust sword nthe ground and Seats Mel WB 5) a % 





Space Paranoids {L45) — Sark 230 = 42 
Space Para: = 
cath sunt : 6 Se 49 





Blnde x1.0 (hit2, 
Variable pga ng pte urn size here ae ce oo es 


: ‘x05 (Dark damage: 
REACT 10n Conners 


REACTION 


N/A = WA 















“est acces a em 8 DESCRIPTION 


Enermaget ld Thunder x15 {hit2+ x05) x Gover iin electricity 




























SR ree ae ca AGRE taser Other xt5” en x Project laser beam from shields 
poe Finishing Leap Ability (Sora), Jackpot setae ; oe are = Beste HN 
pw er HP +5 (Goofy), HP +10 (Jack bie ——$§fesssoins Ce « iia : 
Giant Disc Throw: Weapon a0 (hit2+x025) 
japon x20 (hit 2+ x0.25) B Saad gan Gat Wong eee: 
Thunder Thunder x15 — : X Call down lightning bolt at Sora 
REACTION Commanos yr Ze 
a ALTOR EFFECT POWER 
Leap up summoned wall NIA 
After High Climb, k 
hie Aner High Climb, knock Sark inetaneXO - GURCSULM St ao 
Evans: Begin beam attack on the MCP 3 
(requires Tron) NAH NWA 
Tap [tb 
Charge Ha Leads one MCP’s HP x02 per 0.17 









UICTORY BONUSES 


HP +5 & Reflect Element (Sora), HP +4 (Donald), Accessory Slot (Goofy), HP +5 (Tron) 


You spend more time fi ighting Oogie's 
contraptions than actually fighting Oogie. Use 

Reaction Commands to lob the dice and crack the 
scaffolding on which Oogie is standing. When the 
scaffold collapses, it makes Oogie vulnerable. 


ENCOUNTER | HP | 
Halloween Town (Lz) am 


Halloween Town 
orci. (124, PortRoyal 54, 





















The Pete in Timeless River is 
quite a solid fighter. Although the 


fight is relatively easy, he moves 
around quite a bit to make things 


a little tricky in places. 


iwiei[e iT] plo 


XID x05 x05 x05 X05) x05 


POWER MODIFIER DESCRIPTION 








Semangniee Fire x18 
Punch-Gimmick Weapon x20 
Thunder Gimmick Thunder x05 
















Forel -- Golf-swing dice up to Oogie's control platform 














UICTORY BONUSES 
Item Slot (Sora), HP ee Weapon x0 
jot (Sora), HP +4 (Donald), Once More : 8 Thies to punch, but only hurts his fist 
Ability (Goofy), HP +15 (Jack Skellington) Run Around Weapon 30.25 a Pate runs in ¢paic, knock sinvet 
Shockwave Other 025 x Greate shockwave ater fang 






REACTION COMMANDS 


REACTION [EFFECT POWER 


‘About-Face Sand running Pete in the opposite NIK 


direction 
NWA 














In the first bout with Pete in Olympus Coliseum, 
the goal is to keep Megara from taking too much 
“aq damage. After that, the second round begins 
ie and you can actually fight Pete. There area 
couple of fights with Pete in Timeless River, too. 
Wi F] BIT) D/O! 


x10 x0.5 x05 x0.5 x05 x05 


(oa em ata 
Olympus Coliseum {L146} 264 - 7 9 
Timeless River {L19)-Waterway 123 * 20 11 
Timeless River (L19) — Wharf 784 - 20 "1 
Hades Cup 2896 = 87 6h ee eae zi 

Punch «1.0 (hit 2+.x0.5, Weapon- 


Violent Attack, Variable deli) a ic xh 
{Other-type damage} : 


B,X Punch then create shockwave 


Retreat while torwing 6 small 





Firecracker Fire x1 x explosives 
Bowling Fire x1. 0 Rolls several bombs at Sora 
: Bring up protective shield, 
Aura Other B heal -10HP 
> Bring down a huge rock on 
Large Rock Weapon «25 xX Sora’s head 
Toss-dehris at Sora fromthe 
Throw Weapon x16 0 steamboat 
Fireball Weapon x12 (hit 2+ x03} X Fireballs bounce after Sora 
Black hole sucks inand 
Binok Hole Weapon x0.8 {hit 2x x02} X damages party — 
REACTION COMMANDS 4 
REACTION |EFFECT Ea 4 
" Send Pete rolling across the room, 
Pinball breaking his shield NIA 
Air Slash Spinning slash when Building Site 8.0 


scaffolding throws you into the air 





(Olympus Coliseum fight 2): Trinity Limit Ability (Sora), HP +4 (Donald), Hyper 
Healing Ability (Goofy) 

(Timeless River fight 1): Slapshot Ability (Sora), Fantasia Ability & Auto Limit Ability 
(Donald), HP +5 (Goofy) 

(Timeless River fight 2): HP +5 & Reflect Element (Sora), HP +4 (Donald), Goofy 
Tornado Ability (Goofy) 





ies) 
=) 
n 
” 
m 
ae) 
0 
se 
<= 
= 
| 
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This monstrous contraption changes 

its attacks depending on which of the 
troublemaking trio of Lock, Shock and 
Barrel it holds in its stomach, Pound it 
repeatedly to make it cough up the kids. 


ENCOUNTER [Hp [exp[str[per] (wir [eB [rT] oo} 
Halloween Town (124) 1140 = 2 1B X10 x05 KOS x05 X05 05 


Halloween Town (124; Port Royal 
(37 clear) 1640 


DESCRIPTION 


x10 Swing cage then swallow a 


Swallow troublemaker 


Weapon 













Cage Swing Weapon xi& 8 Swing cage with purple aura 
Claw Attack Dark x0,25. B 2-claw upwards slash 

Bite Weapon xia 0 Biting attack” 

Bite Combo Weapon xLSfhit2x0.25, hit3+0.75) O Triple bite attack 

Fireball Fire x5 O = Huris fireballs 

Carpet Bomb Dark  x0,75 B -Hurls bombs during spin 





Leap into Keeper's mouth during N/A 


inside Combo Susailows 











uICTORY BONUSES 


HP 45 (Sora), Hyper Healing Ability (Donald), 
HP +5 (Goofy), HP +15 (Jack Skellington) 





Saix goes Berserk, unleashing a 
furious hammer assault. Luckily, 
he leaves himself open to the 
same Reaction Commands that 
ieee the common Berserkers do. 


: 
ENCOUNTER LHP | EXP] STR) WiFi ei T{olo} 


World That Never Was (L50) 1500 45 26 xt.0) x0.5 x05 x05 x05 x05 


POWER MODIFIER _| DFL_ [DESCRIPTION 
0 


Combo Swing 1~2x1.0 {hit 2+ x0.25), 























Weapon Throw hammer 3 times 









Attack swing 3 «0.25 
Charge High-speed charge followed by 
fone Weapon ‘Charge x0.25, Sweep x05 B weet nae 
, Emit light while floating, enter 

Berserk Weapon 0.25 (hit 6x05) x Berserk state 
Berserk V-Swing x1.0 (hit 2+ x0,25), Swing weapon twice then throw 
v-Swing  “Y2PON Throwx05 B down 

Sweep x10 (hit 2+ x0.25); + 
Berserk $ Attack with sweeps and 
7 Ae id 
Berserk Sweep x10, Throw x0.25, Sweep, then leap and throw 
Throw Weapon Exniosion x0.25 (hit + x05) : B.B,X jammer causing explosion 

Sweep x0.25, Charge x0.25, x : = 
Craze Variable V-Swing x0.5, Shockwave x05, (weapon Multiple attacks 


Explosion x0.5 
EACTION COMMANDOS 


ACTION |EFFECT POWER 


attacks 









Grab thrown hammer and slide 
Berserk around NIA 
Eclipse Atter Berserk, rising hammer slashes m20 . 
After Eclipse, multiple spinning x20 {final N/A 
Magna Storm attacks, breaks Salx’s berserkerrage blow x5.0) 





UICTORY BONUSES 


Drive Gauge +1 (Sora), HP +4 (Donald), Item Slot (Goofy) — 



































Mufasa’s brother wasn’t much 
of a fighter before, but now that 
he has become a Heartless... 
look out! Scar moves extremely 
fast, using ghost-fire attacks. 


' The MCP’s main enforcer can't 
>» stand up to the combined might of 
* Tron and Sora. It's easy to counter 
his only move with a Reaction 
Command and throw it back at him. 


ENCOUNTER] 
ENCOUNTER pe EX re OE a ae 


Space P 2 

pace Paranoids (L45) 460 a Rae x05 OS x05 bos x05 Sarre 
on PE TPG Pride Lands (L26, P 

fies ara eto 


ACTION POWER MODIFIER RIPTION 


Eombo Attack © Weapon Attack 1-3 x0.25, attack 4x65 oo | spin-scratch 












Wrestie Weapon Grapple x0.5,S 
z ! ) cratch x0.25 B Force Sora 
? Reflect Disc back at Sark after Zone = Soap ares etapa Wespn HBS ee —— 
Rel os — — wee ; B Spinning sideways ‘scratch 
ge Fire x20 x Bodyi is engulfed in flames. 
ITEM DROPS Thunder Change Thunder x20 X  Badyis enveloped in electricity 
Flame Attack. iS ms 
UA — — 2 fire xO - X Release flames in Small area. - 
nder k ; = 
— ck Thunder 0.25 E X Release lightning in small.area - 
iid Rage Other Body Blow x!.0, Aura x05 X Quick rushing assault 


REACTION COommMAnDS 


REACTION |EFFECT | POWER | 


Hurl Scar upwards duri 
Counter oats ip uring Wrestle NA 


UICTORY BONUSES fen oe 


MP +10 (Sora), Fire Boost Ability (Do me 
(Goofy), HP +30 (Simba) sce Wg 


SEIFER! 


By the time Sora fe faces Seifer in the Struggle 
tournament, he should have a lot of practice 

dealing with his moves as Roxas. Seifer doesn't add 
ea anything special to his repertoire. You must defeat 

My Hayner and then Setzer 10 times each to face Seifer. 


ENCOUNTER Dur Jexe [sta DE [WIFI] BIT] DIO. 


Twilight Town (L28) ts 2 P45 xi0) 0.0 io x1.0 Kid) x10 
Twilight Towns) TS = 2 Sa 
ie oer : 

ACTION TYPE |PM | DFL [DESCRIPTION = 
Long Swing Weapon 05 0 Straight downward swing if 
— =< Weapon 025 B Spinning side-swing ? 4 Ste ~~ ¢ 
omen Stab.’ Weapon x05 8 Leaps into the air ated 

x0. down clab-ist 
a EACTION CommaAaAnDS 
ac HaAT TFET to take advantage of Sephirot! 
REACTION ETE Powe vem DROPS first before he can unleash th 
ENCOUNTER LBS iwiFi[eBiTipdlo} 


Radiant Garden (L45) 3000 42 ee x0 x) x0 xO x10 


Ca Le C8 DESCRIPTION 


Weapon x10 7 forward cuts 
















( 


+ "SEPHIROTH 








Few bosses are as tough as Sephiroth. Sora must be 
at a high level and have lots of Abilities, plus a lot of 
Elixirs. Be quick to catch all of the Reaction Commands 
h’s pauses. Attack him 
e near-fatal Flash attack! 












































— Weapon cmt Stash sake’ B Upward slash then 4 aerial cuts = 
Moving Cut Weapon x10 B Gilick wide slash | 

Flash Weapon Charge x!.0, Extra 0.25 X Charging slash, 33 hits 

ee Gane destroyed wah the Keyblade 

Firage Wall Fire xl0 x Seah Sse earns 

ase i — ore Soser: 





HearttessAngel Other = = sssCX Diop Socds HP 0, 
REACTION COMMANDS —_— 


REACTION |EFFECT | POWER | 


Block. Defiect ash attack NA 
UICTORY BONUSES ITEM DROPS 


NWA 





™ Drive Gauge +1 









Sora only fights Setzer in the Struggle challenge. 
Setzer is a bit of a pushover, with big gaps in- 
between his attacks. Like all Struggle bouts, if his 
HP is depleted, it gets restored after a few seconds 
of inactivity, so use that time to gather orbs! 


ENCOUNTER | HP [EXP] STR] DEF] 


Twilight Town (L2) 105: See 6 Bee 
Y Twilight Town (28) aon 27 Sele 


Twilight Town {£47} 
Raa 


Shake and Brush Weapon x0 0  -Forward-step swing 
Flying Stab Weapon xtd B Spinning air lunge 
Big Stab Weapon 1.0 (hit 2+ x0.25} 0 advancing stabs 
Counterattack Weapon xi.0 0 


Block then strike 











REACTION ComMANDS - 
REACTION |EFFECT 


N/A 








rem DROPS 


N/A 


Similar to the Possessor, the Shadow Stalker 
floats around and inhabits portions of the 
Ballroom’s architecture. Smack it whenever 
possible and use the Reaction Command to 
pull it out of the possessed object. 


ENCOUNTER sd HP J EXP| STRI DEF} {wi F |B] T) D1) oO | 
Beast’s Castle (113) 176 be 15 8 xt.0; x0.5 x05 x05 x05) x05 
Beast’s Castle {L13)-Chandelier 59 4 15 8 ‘ : 
~ Beasts Castle (113) — Pillar 39 15 [8 SiN 


[DFL [DESCRIPTIO 
X 


Darkness Surge Dark = xtho Energy surge when merged with window 
Chandelier 




























‘Attack Other x5 X Drop chandelier to the floor 

Flame Shot Fire = xhO {hit 2+ x0.25) X Spin chandelier, emitting fire 

Swallow Weapon X15 X Swallow Sore-after trapping him with light 

Hook Weapon x10 B Possess pillar and drag-attack 

REACTION COMMANDS 

IREAGTION. TecfR Ose) WER 

Heisass: Blast the Stalker out of the possessed object after depleting its HP N/A 
OPS | 


(Chandelier/Pillar HP depleted): O MP x10, © MP x5 
(Release Reaction): Drive x10, Drive x5 
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This dark doppelganger might have 
Roxas’s form, but it doesn't possess 

‘ all of his moves. Since it's limited to 
ground-based attacks, leaping in and 
using air combos is extremely effective. 


ENCOUNTER [HP [EXP|STR| DEF] 


Twilight Town {£2} 105 = 6 2 


DESCRIPTION 


Fy sunn0W 









Vertical Slash Weapon x05 0 Downward slash 
Horizontal Slash Weapon x05 OQ = Left-to-right slash 
Thrust Weapon x05 8B Thrusting attack 
Rotating -V-Slash Weapon x05 B  Gombo-ending attacks 
REACTION COMMANDS y 
fi SSS 
an] OVER ITEM DROPS : 









Chee N/A 


Shan-Yu summons Heartless to attack the — 
© Palace's gate and if the gate runs out of HP, it's 
game over! Recover the orbs dropped by the gate, 
clear out the common Heartless, then focus on 
Shan-Yu. Hayabusa isn’t a big threat in this fight. 


ENCOUNTER | HP JEXP|STRI DEF] (W| Fi B|T/D| 0} 
Land of Dragons (L10}~Shan-Yu. 442 . x10 x05 x05 x05 x05 x0.5 
Land of Dragons {L10) ; 




















= Hayabusa CZ 2 \ ees 
SHAN-YU'S| TYPE |POWER MODIFIER 1) ESCRIPTION 
ACTION 

Vertical Cut Weapon x05 0 Quick downward slice 


Attack 1-4 x05 (hit 2+ x0,25), 0 


Combo Cut Weapon Forward-moving 5-slice attack 





attack 5 x0.75 
Sweep Away Weapon x15 0 Overhead sword swing to the right 
er hockwave x0.5 (hit 2+x0}, 4 : 

Rising Dragon hock ¥ Create shockwave, then side-spin 

Cut Weapon pede sate Body 8 followed by jump attack 

Charge Weapon state oe {hit 2+ x0}, Body B bac jump then charging forward 
PN a eae er a eed aR ee 

HAYABUSA'S [es en ESCRIPTION 

ACTION 

Beak . Weapon x10 : O Quickdive attack 

Dive Bomb Weapon xt2{hit2+x0.2) B Swooping attack, files back into the air 

Carry Weapon x0 0 Grab opponent-and carry, briefly stunning 


REACTION COMMANDS 





REACTION [EFFECT | POWER | 
Press peiebee bey with Shan-Yu. Tap WA 


Knock Shan-Yu back after Press xan 


DICTORY BONUSES © 


HP+5 & Aerial Sweep Ability (Sora), HP +4 (Donald), 
Goofy Turbo Ability (Goofy), HP +20 (Mulan) 





N/A 


3yuS 








ism lly since it 
This mighty desea can be tough, especia 
likes to fly above the ground just out of reach of Sora. 
Use the whirlwinds to reach the Storm Rider's back 
sam and use Reaction Commands to stay on. Reaction 


These a avi? 't tough fighters, but caittig them is tricky due to their 
Commands are especially vital to winning this fight. 


Pumbaa and Timon, as 
eed, In the first bout, don't stray too far from 

fhe hyenas will dart in to attack. When you face the hyenas again in the 
Elephant Graveyard, rely on a heavy dose of Sora’s Dash ability. 






























x10 x05 x05 = x05 x05 






ae Lands (L26) ei eer rs 26 










ae | Weapon 321 
























Pride Lands (26, Port Royal go 2% | OTA 
(37 clear). y : — CarpetBomb ‘Fire aha X Release humerous ‘onion up high 
Pride Lands (L43) Specs 445 fae 40. oe Thunder Bomb Thunder Xt {nZe HOS) B Hales Hoitig ests ta the ney rows ea 
ran Tree owes MODRER [0a [DESCRIPTION Thunder Thunder xh0 X Calf fighting from the sky 
Scratch Sy = ra 0 Jumping claw swipe | z Thunder Beam Thunder oe x Charge up enero hen release when 
=2= Weapon x20 one B  Rushattack with ck — Sree aa 
p eS sh attack with knockback Lightning Wall’ Thunder 0X aa ning walls Hit até during 


REACTION COMMANDS 
ERECTA St 
REACTION [EFFECT Pen ITEM DROPS 


3 Call Pumbaa away, hyenas might miss ~ 
Cal pieces and attack each other = 025 






Roar Other x05 ; Shockwave roar tosses enemies back — 


REACTION COMMANDS 
REACTION [EFFECT Sie ___ 


Hang On” Grab a horn to stay on the Storm Rider's back 
Let Go- = Let go of the horn after Hang On 5 a 
: Get under Storm Rider's Low Charge attack tate NAS 
























NIA 








VICTORY BONUSES 


{Kings 's Den): Max HP up (Sora), HP +4 (Donald), Lucky Lucky Ability (Goofy) 
Elephant Graveyard): Accessory Slot (Sora), HP +4 (Donald), MP Rage Ability 
(Goofy), HP +5 (Simba) 


(Attack 1-3 x03, aiack x3.0, ama 
After Slide, strike from below and stun "x0.01-and potential finishing blow) 


ITEM Di Ss 
N/A 


UICTORY BONUSES 


Thunder Element (Sora), HP +4 (Donald), 
Tornado Fusion Ability (Goofy), HP +25 (Mulan) 





The Thresholder as Possessor possessed the dungeon 
doors to make Thresholder. Bash the Thresholder to 
instigate the Release Reaction Command to pull out the 
Possessor, the real target. Deplete the Possessor's HP 
as fast as possible before it leaps back into the doors. 


TA | HP [EXP|STR|DEF}iW| FL B|T| DIO | 


= fei x05 X05 x05 x05 x1.0 





SCRIPTION 


ee fiple punch attack 
‘Swe sess Weapon XO.75 ei 4 B ‘Long-range triple-swipe attack ae 









aioe Weapon x15 {hit 2+ x0.25) ae B ‘Long-range triple-smash attack 
Other 5 : S See x ibe 






oe Light xt : i bombs from black = 
Homing Bomb - Dark 23025) mee xX, 8 auton ee ~ 


on commanps 
oe EFFECT [ POWER | 


Pull the Possessor from the Thresholder | N/A ITEM DROPS 









(Release used) 
@ HP x10, @ HP x5 
Possessor returns to the 
door) 

Drive x10, Drive x5 


LICTORY BONUSES 


Upper Slash Ability (Sora), Donald Fire Ability 
(Donald), HP +5 (Goofy) 













STVAIY 8 SASSO8 


















An opponent who only appears in the Olympus 
cups, Tifa packs 4 powerful punch. Her punches can 
_—_. rapidly reduce Sora’s HP. but Reflect Magic can take 

seam a lot of the bite out of her. She has gaps in-between 
her attacks during which she becomes vulnerable. 


> Acolossal Nobody, only its head is vulnerable to attack. 
Quick use of the Reaction Commands is vital to avoiding 

its attacks and getting close to its weak point. When the 
. Twilight Thorn gets low to the ground and releases its dark 


7? } 
lighting, it can also summon Creeper Nobodies into the fray. 


ENCOUNTER Tbs ne 
ENCOUNTER LHP [exP|stR| DEF] (W] FI] B[T] D1] 0) 
5 


Hades Paradox Cup {L99) 1086 <8? SY RED x05 XO x05 xOH x15 
—Rounds 10 & 25 é Twilight Town {Lt} wo : 2 REO x0.5 xOS x05 x05) x0.5 


Hades Tussok Cup {L993} 543 Eel 87 


51 
Round 49 ACTION | TYPE |POWER MODIFIER | DFL|DESCRIPTION 
ACTION | TYPE [POWER MODIFIER | DFL [DESCRIPTION Sem Eiete| Weapon Sige X Saletan ciel pietie aie 














































Toss Roxas in the air then slam to 


























: Right-left combo, two hits 
Smash — Weapon xt.0 {hit 2+ x0.25) BO eee Toss Up Weapon x0 Xe floor 
gl Weapon xk0{hit 2+ x0:25) B pict forward attack, then — — — pon xio X Drop Roxas into light ball attack 
n Beam ther xho X Release thorny beam 

Sevanth Weapon xia B N/A pie 

Heaven Gne-Handed Weapon x1.0 B  Side-spin and left arm swipe 
Horizontal | Weapon Stike I-2xi-S{hit2+x025), yg _Leg-eweep 9 back kick > Sweep 

Kick — — 0.25; Spirit SOcbIe-sDIn RICK penne Weapon x10 B _Hunched-over clothesline 

Final ; ReMi Sa Coors B (spirit Forward spinning kick th ; : 

Heauan Variable eecneaieet CE 2+ x6.25), x blast paix et to te 5 he luminescence: Other x05 = X  Light-eneray attack through the floor 
REACTION CommaAnDs : Ultimate Beam) Other Beamx0.5, Explosionx0.25  X path Ss ele Be Jes 





REACTION COMMANDS 


REACTION | EFFECT | POWER | Tem DROPS 
N/A - . 


lZ 


REACTION [EFFECT | POWER | 


Key Counter — Break Combo Punch attack x2.0 
Lunarsault Counterattack during Toss Up attack x20 
Break Raid Destroy Light Ball attack x4.0 ITEM DROPS 
Air-dodge Beam attacks to reach 
Reverse! Thorn's head E NIA 
UICTORY BONUSES 
HP +5, Guard Ability 











Okay, so this isn’t the real Vivi. 
This Nobody in disguise is 
quite the Struggle combatant, 
capable of making his Struggle 
Club colossally huge! 


ENCOUNTER | HP | EXP|STR| DEF | 


Twilight Town {L2) 105 =: 6 2 








Appearing alongside the Blizzard Lord, 
the Volcanic Lord fills the Agrabah 
palace’s courtyard with fire. Like the 
Blizzard Lord, Reaction Commands 








>>} 








POWER MODIFIER [DFLIDESCRIPTION _ 
ACTION TYPE |POWER MODIFIER DESCRIPTION _ Keep its most annoying moves at bay. 
Down Swing Weapon x1 0 Jumping down-sving attack 






V-Spin Attack Weapon x05 (hit 2+ x0.25) B Jumping triple-upswing attack 
Spin x0.25, Thrust x0.5 (hit B Large spin attack then thrusting 
2+ x0,25} stab 





x10 x0 x10 x05 x05 x05 









Agrabah (122) 351 = 22 12 


Agrabst:(L22, Port Royal:.37 
clear) sell 
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elias Weapon 

REACTION CommaAnDS 
i Sate 

man EFFECT | POWER | ITEM DROPS 










- 22 12 



















if N/A N/A 
ACTION POWER MODIFIER DESCRIPTIO 
Staff Attack Fire x0 B Swing staff 
“ Leap x1.5 (hit 2+ x0.25), Leap around leaving firespots on 
Fire Press Fire Firespot x0.75 (hit 2+ x0:25) BX the pate : 
Combo Fireball Fire x25 8B Hurl 6 fireballs at Sora 
Ignite Fire xO X Pants on fire! 


REACTION COMMANDS 





CTION [EFFECT | POWER | 


Firagun }) Cancel the Fire Press attack and send Volcanic Lord flying away x20 


UICTORY BOnRUSES rem DROPS 






Explosion (Sora), HP +4 (Donald), Armor Slot N/A 
(Goofy), HP +15 (Aladdin) 





Bu? 


3248 





Xaldin is one pene fighter. His moves are difficult to 7 
The most interesting bait of the fight is the Facedown Reaction 
dodge and he can inflict exec eis ep el a Command, where there are three different Reactions leading 
P y nie sal from the initial Facedown. As Xemnas and Sora get closer, the 


ni ck to save Sor ea 
@ counterattack to save Sora’s Reaction Command change 
press the® button, the more powerful the Rea 


i a 
ENCOUNTER em eg 4 WiFTeTTioro. 


World That Never Was (L50) 1500 = #10 x05 X05 x05 (x05 x05 


POWER MODIFIER DESCRIPTION. 


Learn Reaction Comman 
as possible and press the 
| Jump attacks for Xaldin’s more dangerous moves. 
IE 


s, The closer they are when you 
ction Command. 





: 
aT ; ae BG) x05 Hos! x05 ee x05 


FACTION TTYeE TPM TFL 
Ee DESCRIPTION 





Spark Wall 
p Weapon x05 Create doflective wall 



















Thrust Weapon x20 Forward spear thrust t 
Sweep 
Away Weapon x@5ifinathitxis) 8 157 $pearspins £ Comba Atack; Weapon pte AES ES fi 

Jump Variable 20.25 {final hitz25) 8, X Mariposa ac aandeecesy jase Petrie We: 5 x01, a = 
es apon Kick x05 {hit 2+ 200.25} Dance of cuts and kicks 
— omen Vicious combo attack i renal Other HP every 0,7 seconds (no Continuous dama power 
— Te ereeeare : = — naness damage if Sora.at THP) X  otnothing ge with pe 
’ rons | liilding Fall Weapon Cut & kick x0.5, oth ae 

janipulative Wind Other rs 5 Releases homing wind-bombs | REACTION ES Ly 








x nTDo x Fs 


Wind of Despalr Other x0.25 REACTION |EFFECT pe 
REACTION COMMANDS Facodown Run up the tower side when surrounded by barri a 
er 
REACTIONTEFFECT ee Clash Atter Facedown, Xemnas glides by without attacking ck 
Breakthrough After Facedown, deflect attack and counter x0 


LU ae Stock up to 9 “Jump” bagtesn 7 does Weapan- t 
, p” attacks for ®@ meter damage, 
Lea : we Atter Facedown, smash Xemnas into the building, stunning him 4a 


Finish 
’ 
vICcTO é 
2a aa wees UICTORY BONUSES L@e trem oRoPs 


HP +5 & Reflect Element (Sora), Auto Heali ila 
N Ability (Donald), HP +5 (Goofy), HP +25 (Beast eh ‘ ‘i 


Spear becomes dra 
massive wind- bis vonatar i 


— %, 
heh { 


KEMNAS: (ARMORED CONTR 


4 Sora fights this incarnation of Xemnas twice. 
The first time occurs after destroying the 


= Energy Core, while the second fight occurs 
= after completing the flying section of the final 
battle against Xemnas’ massive dragon-shape. This giant flying fortress is after 
f ’ Sora and Riku, forcing you to fight 
. without backup in a ship-style battle. 
In addition, there are Nobodies flying 
throughout the area during the fight. 





Weapon re x1) 
aL aa Thunder x15 (hit 2+ x0.25) 




























Spear flurry dttack E 








SpescAltaskiN| Wespon Attack Px}.D(hit2+x0.2),attack2x1.0 8 : 
Chakram Atak Weapon x10 (hit 2+ x03} B Fiery chakra circias target 
Water Form Blizzard x10 i B Watae Four itdeke 3 
ted ‘ STAC LOOTURNE RS it : : 
— —~ — 19, Sf 
arge eae hockwave x}, j bo = 
toes | other hori Ele ASS Giant sward félonsas ACTION _| TYPE |POWER MODIFIER | DFL DESCRIPTION 
Shor. Other 0.25 = acligiii= ons: Magiolaser —— Other 0.01 (hit 2-60) x nae 
Building Attack Wi : oat ! Sit 2 
nding ¢ —- aaienas 8 hur ouldinglat Sonu acs —— RTT X — Aton of missiles home in ‘on Sora 
Masi pe x Sepals res REACTION JE a0 
agic Laser Other x1 O(hit2e x01) x Mage Bak iea lane ; mani EFFECT na 

A 
ShieldShock Other x8 x Lidiptahhacd fat ; 5 

yon-contact ” 






ITEM DROPS 


REACTION CommanDs aa 


REACTION JEFFECT | POWER | 
WaterDance Grab Water Form and swing it3 times | X10) FEM DROPS 





Riding Shot’ Strike building into the shield WA 
Meteor fain Riku slices building, shattering shield WA 5 
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a) 
m 
oe) 
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=e 
a 
> 
pa 
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{FINAL BATTLE) 


; This is it, the final bout with Xemnas 
and he’s no pushover. Reaction 
Commands are the key, asis the 
time provided to directly control 
se Riku so that he can free Sora XEMNAS 


e Re s aay 
ENCOUNTER up TexP]stR[per](W]F181110/0 i ee 


World That Never Was (L50} 1500 = 45 2 BEG x05 xO5 x05 205 x05 a 
Pua 


ACTION | TYPE [PM | DFL[DESCRIPTION TAS 
x 


en " 
(ARMORED. .4) 
i id 
Blade Attack Weapon x15 Numerous different blade cuts CONTROLLER} 













































ThomBeam = Other x025 X Releases thorn beam ‘ mh 

Kick Weapon xi5 B Roundhouse, foot sweep or somersault kick 

Shot Thunder 5625 B Releases red shots trom midair : be 
MEMNAS * 3? 

Spark Bomb Dark «nS X  Zaxploding tight-balls [DRAGON FORM) 

Spark Wall Dark x40 X Raises reflective wall 

Multi Shot Thunder x0.26 8B Releases countless red shots 

Bind Attack) Other bse iM X Trap Sora and deal continuous damage 


Weapon Drop Weapon x30 X Knock Keyblade from Sore’s hands and attack 
EACTION COommMaAnDS 


REACTION [EFFECT | POWER | 





Reversal Slide around Thorn Beam attack N/A 
Defend a me Drop attack w/ NA 
. Rasta as pores to free Sora NA 
f Raflect yvial Multi Shot attacks aimed N/A 


Wh od ie : 


qléte v4 






KIGBAR 


Like his Sniper Nobodies, Xigbar's a tricky 
opponent who likes to stay out of reach. However, 
he’s vulnerable to his own artillery. He makes 


4 3 things interesting by changing the arena floor, 
Faia forcing Sora and pals to take the long way around. 


ENCOUNTER [HP [EXP[STR|DEF|{W[ F [Bi TID|O} 


World Thet Never Was {L50} 1900 = 45 25 BD 0.25 xO25 0.25 0.25 x0.25 





©) The fight with Yuffie occurs during an Olympus 
Cup. Each time she teleports she evades your 
Lock-On, but thankfully she’s not too tough 
Focus on her teammates and leave Yuffie for 
last once you can properly focus on her. 


ENCOUNTER | HP JEXP|STR| DEF} |W] F/B| TDI 0} 


Pain & Panic Cup 255 - 5 x0 xO x0 x05 x05 
Pain & Panic Paradox Cup 585 - 
















































Hades Paradox Cup (L99) 
ACTION | TYPE [PM | __DFL__| DESCRIPTION =Round10 = 
Shot Other 2025 i) 4 rapid shots Hades Paradox Cup (199) » 
—Round 43 8 = 
Charge Shot Other x20 X(Reaction 0) Fires arcing shots into the sky 





Gia Tia 
Ultima Shot Other 25 x Rain of bullets ACTION ii eee DS ssa 


EACTION COMMANDS Il Wind, Quick Thunder Weapon x10 (hit x0.25) B Right-to-left slash 


REACTION |EFFECT | PM | Forast Silk, 10000 Elephants Weapon x1.5 {hit 2+ x0.25) B Shuriken orbits Yutfio 



























Break Block Aim attack x10 REACTION COMMANDS 
Warp Snipe bag i shoot light-arrows back x10 REACTION JEFFECT | POWER | 





NIA N/A NA 
UICTORY BONUSES pe N/A 


N/A 





Magnet Element (Sora), Item Slot (Donald), HP +5 (Goofy) 


3ug 
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i a Check out the first walkthrough or key strategy from 
each new Official Strategy Guide! 





ies ; Save 15% on BradyGames.com* — and save even more 
with members-only coupons and deals! 
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Register your books: on our site for access to extra 
content such as bonus level strategy, multiplayer tactics, 
or character moves & stats! 
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1¢/. THE ULTIMATE RESOURCE 


EVERY Mml-GAME REVEALED 


Master each mini-game with uncanny efficiency. Beat 
the times set by the BradyGames editors! 


EHPERT BOSS TACTICS 


Game-tested strategies and tips to defeat the game's 
evil minions. These proven techniques and tips will 
ensure @ quick and painful demise for every boss! 


BesTIARY 


A comprehensive analysis of each e em yin the game, 
including strengths, weaknesses, an attacks. 


Gumim sHip FoLoouT 


Two-sided foldout contains expert tactics to decisively win each 
Gummi Ship battle, plus cool artwork of the heroes in their alternate 
costumes! 


WALHTHROUGH & AREA MAPS 


Extensive coverage of every world in the game. Whether it's subtle 
hints from area-specific objectives or detailed strategies and tips, this 
complete walkthrough covers it alll Illustrated maps of each world in 
the game, packed with loads of item callouts. 


~ 
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PLUS MUCH MORE! _— 


A comprehensive list of accessories, items;magic spells, and summons. 
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This foldout contains basic strategies and tips to 
listing of Completion Bonuses and Treasures for each Mission 


Level. Use these detailed reference tables to determine what 
treasures are available in each world’s three Mission Levels. 


are contained in the Gummi Garage section of this strategy 


game. More extensive coverage and additional strategies 
guide. More importantly, however, is the comprehensive 
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This is a great level to use Full Auto rapid fire. Asteroids are littered across 
space. Each one takes only a few hits to blow up, but damages you if you crash into 
it. Lasers work great here, as they automatically lock on. Once reaching the planet, 
enemies fly out and attack you. Watch out for the ships that look like bells. Blow 
them away before they reach the screen. If they do reach the screen, use the Barrel 
Roll ability to move away from them before they blow up. The Shield enemies are 
easy to defeat, but can only be damaged from behind. Don’t waste your time firing 
at them until they have passed your ship. 


Completion Bonus 
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The trip to Atlantica takes place against several new ships, such as 
the Bombers and Submarines. Bombers fly onto the screen and fire rockets. 
Shoot them down before they get too close. The Submarines have ring attacks 
that are similar to those found in the Stardust Sweep missions. Remain still 
when they jump out of the water and return fire as the rings pass around your 
Gummi Ship. 


By defeating Mission Level 1 of Splash Island, you acquire the Auto- 
Counter ability. Consider equipping this cool ability to your favorite ship right 
away! 
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Retrieving all of the items in a single pass is extremely difficult. At one 
point, two Crawlers appear on either side of the screen. Use the Impact Gummy 
technique to defeat one, then dispose of the remaining Crawler on a subsequent 
attempt. 


Watch out for the Phoenix ships that resemble flies, as their fire fans 
out and targets your Gummi Ship. Use the Barrel Roll ability to avoid their attacks 
while firing constantly. A laser-heavy ship is one way to compensate for the 
extreme movements required to dodge these attacks. 
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A good ship to use in these missions is one that has two Teeny 
Ships. Since the enemies in these missions are often dispersed in a 
circular formation, equip the Formation Change ability to attack themiall 
at once. This also enables you to position the Teeny Ships in front of your 
ship to focus your fire on the enemy Hunters. 


There are very few landmarks throughout this stage. Watch 
for small holes in the ground near the walls, as some enemies will 


occasionally fly out of them. 
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These missions are perhaps the most difficult. The missions 


contain lots of enemy ships and various obstacles. During Mission Level 
1, equip the Change Formation Ability and load your Teeny Ships with as 
many Impact Gummies as possible. Ram the Cruisers as you pass by to 
inflict maximum damage, as these are the easiest items to miss. Equip 
the Auto-Regen ability to compensate for the damage your ship will 
incur during this process. 
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The Grappler ships are particularly nasty foes, as they latch onto 
your Gummi Ship. To knock them off, perform a quick Barrel Roll. The red 
and gold grappler ships are special ships that drop items. Shoot them down 
before they attach to your Gummi Ship to obtain an item. When you knock 
them off with a Barrel Roll, you miss the opportunity to acquire their items 


and medals. 
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Use the Formation Change ability to have your Teeny Ships rotate. 
This enables you to focus your attacks on enemies in the center, while 
the Teeny Ships smash through the bikes on the highway. Use the Medal 
Converter ability to increase the number of medals that the enemies drop. 
When you reach a medal count of 30, your Gummi Ship enters Berserk 


Mode. This causes your ship to become much more powerful. 
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The final three items in Mission Level 1 can be difficult to attain without 
a powertul ship. The trick is to defeat the last Spider enemy with time to spare. 
Mission Levels 2 and 3 are the first time you encounter the Hunter. Remain in the 
center as best you can to avoid being caught up in its attacks. In Mission Level 2, 
it's necessary to defeat the Hunter quickly to have the Vernier/G and Fire/G ships 
appear. Don't miss the red Cyclops that spawns from behind during this fight in 


Mission Level 3. 
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In all three missions, it is possible to obtain one item by blowing up the 
Pirate Ship. Attack the skull in the front to damage it, then wait patiently for the 
ship to circle before going all-out against it. Until then, focus your attacks on the 
smaller ships and the cannons on the Pirate Ship's deck. Focus the majority of your 


attacks on the cannons. 
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